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ABSTRACT: 

PROBLEM TO BE SO LVED: To enjoy a mahjong game with reality by looks and words according to each 
5 and habit by providing a control part for obtaining image data in such a manner as to 



ODDonent's characte 



come to a display state according to competition status of a competition character, and an image display part for 
image displaying the image data obtained by the control part. 

SOLUTION: In order to obtain realism to totally forecast an opponent's the contents of holding tiles, a control 
part 20 obtains image data and voice data as variable items of expression of a face according to the competition 
status of each competition character, the motion of the face, a message and tile movement such as tile drawing 
and tile throw-away operation or the like, and controls to display image data and/or voice data. The control part 
20 has emotion values set according to the competition status of each competition character to obtain the 
expression of each competition character corresponding to the current of mahjong competition status, and 
controls to select image data showing the expression of a face corresponding to the total of the emotion values at 
that time and display an image. 
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* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So 
the translation may not reflect the original precisely. 

2. **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the 
mah-jongg game equipment applied to a TV game 
etc., the mah-jongg game approach, and the record 
medium with which the mah-jongg game program was 
recorded. 
[0002] 

[Description of the Prior Art] It is operating it through 
a controller conventionally, while a player's plays 
mah-jongg game equipment against three CPU players 
and a player's looks at its own hand on the play screen 
of a mah-jongg table. The player and the CPU player 
repeated **** and a discarded tile in order, PON, tsi, a 
can, etc. cried further, the tile was carried out, the 
hand was brought close to sequential completion, and 
the mah-jongg game was advanced by competing for 
completion of other three CPU players and a hand. In 
the play screen which looked at the mah-jongg table 
from the top, besides the contents of a hand of a player 
The discarded tile of the information seen owing to the 
usual mah-jongg, for example, other three CPU 
players, While PON, tsi, a can, etc. show, the tile etc. 
is displayed for every three CPU players and a player 
looks at such information, the condition of the hand of 
other three CPU players is predicted, one's discarded 
tile — a partner's hand completion - it became a tile, 
and it was playing carefully so that it might not 
transfer, the tile to which it finally came as ****** - 
or a partner's discarded tile - oneself - or a partner 
will do win and the victory or defeat of the time will 
be determined. At this time, when it gave according to 
the contents of a hand which carried out win and win 
was carried out to ******, from other three persons, 
when win was carried out by a partner's discarded tile, 
those mark were got from the partner who transferred, 
and final victory or defeat were decided by the size of 
final mark. 
[0003] 

[Problem(s) to be Solved by the Invention] However, 
although the logical process of making it completing 
promptly and carrying out the win of one's hand 
earlier than other CPU players can be enjoyed with the 
above-mentioned conventional mah-jongg game 
equipment, without predicting the contents of a hand, 
and its completeness from a partner's discarded tile, 
and transferring a partner To the peculiarity for every 
partner and humanity peculiar to a mah-jongg game, 
and a mental pan, what ** In addition, the language 
and the complexion which are not, There is no 
presence, such as actuation, and it had the problem 
that pleasure of the true mah-jongg of playing reading 



them, predicting a partner's contents of a hand and its 
completeness synthetically, and taking a discarded tile 
into consideration could not be acquired. 
[0004] This invention solves the above-mentioned 
conventional problem, and aims at offering the mah- 
jongg game equipment, the mah-jongg game 
approach, and record medium which can enjoy a mah- 
jongg game with presence with the expression 
according to the humanity and the peculiarity for 
every partner, language, etc. 
[0005] 

[Means for Solving the Problem] At least the mah- 
jongg game equipment of this invention The hand and 
the contents of a discarded tile of the player, It is mah- 
jongg game equipment with which a mah-jongg game 
advances by repeating length and ****** actuation, 
the contents of a discarded tile and the face of the 
waging-war character display - having — these 
players and the waging-war character - order — tiles, 
such as **** and a discarded tile, - the display of the 
face of said waging-war character, a motion of a face, 
and a message list — a tile — with the control section 
which obtains image data so that it may be in the 
corresponding [ any they are ] to waging-war situation 
of said waging-war character at least display condition 
of the variable items, such as length and ****** 
actuation It is characterized by having the image 
display section which carries out image display of the 
image data obtained by the control section. At least the 
mah-jongg game equipment of this invention 
Moreover, the hand and the contents of a discarded tile 
of the player, It is mah-jongg game equipment with 
which a mah-jongg game advances by repeating 
length and ****** actuation, the contents of a 
discarded tile and the face of the waging-war character 
display - having — these players and the waging-war 
character — order - tiles, such as **** and a discarded 
tile, ~ the display of the face of the waging-war 
character, a motion of a face, and a message list — a 
tile - the inside of variable items, such as length and 
****** actuation, — any they are at least The control 
section which obtains image data and/or voice data so 
that it may be in the display and/or output state 
according to the waging-war situation of said waging- 
war character, It is characterized by having the image 
display section which carries out image display of the 
image data obtained by the control section, and the 
voice output section which carries out the voice output 
of the voice data obtained by the control section. As 
the mah-jongg game approach of this invention, at 
least Moreover, the hand and the contents of a 
discarded tile of the player, It is the mah-jongg game 
approach that a mah-jongg game advances by 
repeating length and ****** actuation, the contents of 
a discarded tile and the face of the waging-war 
character display — having - these players and the 
waging-war character - order -- tiles, such as **** 
and a discarded tile, — the display of the face of the 
waging-war character, a motion of a face, and a 
message list — a tile — the inside of variable items, 
such as length and ****** actuation, — any they are at 
least Image data and/or voice data are obtained so that 



it may be in the display and/or output state according 
to the waging-war situation of said waging-war 
character, and such image data and/or voice data are 
characterized by image display and/or carrying out a 
voice output. To the record medium of this invention, 
at least Furthermore, the hand and the contents of a 
discarded tile of the player, the contents of a discarded 
tile and the face of the waging-war character display ~ 
having - these players and the waging-war character - 

- order — tiles, such as **** and a discarded tile,, 
while a mah-jongg game advances by repeating length 
and ****** actuation the display of the face of the 
waging-war character, a motion of a face, and a 
message list - a tile - the inside of variable items, 
such as length and ****** actuation, — any they are at 
least Image data and/or voice data are obtained so that 
it may be in the display and/or output state according 
to the waging-war situation of said waging-war 
character. The mah-jongg game program characterized 
by image display and/or making it control to carry out 
a voice output is recorded in such image data and/or 
voice data. 

[0006] every waging-war situation for every waging- 
war character which is every waging-war character 
and changes with these configurations every moment - 

- the display of a face, a motion of a face, a message, 
and a tile - length and ****** actuation - an image 
output, since a voice output is carried out While 
becoming possible to enjoy the mah-jongg game 
which the humanity of the waging-war character 
peculiar to a mah-jongg game, and a peculiarity and 
psychology are judged through expression, a message 
which is not what ** of a face, and has presence more 
It becomes possible to acquire the pleasure of the 
original mah-jongg of playing reading them, 
predicting synthetically the contents of a hand of the 
waging-war character, and its completeness, and 
taking a discarded tile into consideration. 

[0007] Moreover, preferably, the feeling value is set 
up according to the waging-war situation for every 
waging-war character, and the control section in the 
mah-jongg game equipment of this invention is 
characterized by controlling to choose the image data 
which shows the expression of a face according to the 
sum total of the feeling value in the time. Moreover, 
preferably, in the mah-jongg game approach of this 
invention, the feeling value is set up according to the 
waging-war situation for every waging-war character, 
and it is characterized by choosing and carrying out 
image display of the image data which shows the 
expression of a face according to the sum total of said 
feeling value in the time. Furthermore, according to 
the waging-war situation for every waging-war 
character, the feeling value is set to the record medium 
of this invention, and the mah-jongg game program 
characterized by making it control to choose and carry 
out image display of the image data which shows the 
expression of a face according to the sum total of the 
feeling value in the time is recorded on it. 
[0008] Since image display of the expression of the 
face in that time of responding to the feeling value 
sum total according to a waging-war situation for 



every waging-war character is carried out by this 
configuration, the expression for every waging-war 
character according to the flow of a mah-jongg 
waging-war situation is displayed, and the pleasure of 
the original mah-jongg of playing decision of a mah- 
jongg waging-war situation being attained according 
to that expression, and taking into consideration the 
mah-jongg waging-war situation for every waging-war 
character while a player obtains presence is acquired. 
[0009] Furthermore, preferably, the feeling value is set 
up according to the waging-war situation for every 
waging-war character, and the control section in the 
mah-jongg game equipment of this invention is 
characterized by to control to choose the image data 
with which give priority over the expression selection 
by this feeling value sum total, and only 
predetermined time indicates the expression of a face 
according to a special situation to be while choosing 
the image data which shows the expression of a face 
according to the sum total of the feeling value in that 
time. Moreover, it is characterized by choosing and 
carrying out image display of the image data with 
which the feeling value is set up according to the 
waging-war situation for every waging-war character, 
give priority over the expression selection by this 
feeling value sum total in the mah-jongg game 
approach of this invention preferably while choosing 
the image data which shows the expression of a face 
according to the sum total of the feeling value in that 
time, and only predetermined time indicates the 
expression of a face according to a special situation to 
be. Furthermore, while the feeling value is set to the 
record medium of this invention according to the 
waging-war situation for every waging-war character 
and choosing the image data which shows the 
expression of a face according to the sum total of said 
feeling value in the time The mah-jongg game 
program characterized by making it control to choose 
and carry out image display of the image data with 
which give priority over the expression selection by 
this feeling value sum total, and only predetermined 
time indicates the expression of a face according to a 
special situation to be is recorded. 
[0010] an expression of a face by this configuration, 
give priority over selection of the face expression by 
this feeling value sum total, and corresponding to the 
special situation — the - since it sometimes comes out 
and displays, the feeling for every occasional waging- 
war character of that will appear, and presence will be 
obtained more. 

[001 1] Furthermore, preferably, the control section in 
the mah-jongg game equipment of this invention 
chooses data so that it may become any to be at least 
among the variable items corresponding to the high 
conditions of priority among the monograph affairs of 
the waging-war situation for every waging-war 
character. Moreover, preferably, data are chosen and it 
is characterized by image display and/or carrying out a 
voice output so that it may become any to be at least 
among the variable items corresponding to the high 
conditions of priority in the mah-jongg game approach 
of this invention among the monograph affairs of the 



waging- war situation for every waging-war character. 
Furthermore, the mah-jongg game program which 
chooses data and is characterized by image display 
and/or making it control to carry out a voice output so 
that it may become any to be at least among the 
variable items corresponding to the high conditions of 
priority among the monograph affairs of the waging- 
war situation for every waging-war character is 
recorded on the record medium of this invention. 
[0012] the expression of the variable item 
corresponding to [ among the monograph affairs of the 
waging-war situation for every waging-war character ] 
the high conditions of priority by this configuration, 
i.e., a face, a motion of a face, a message, and a tile « 
it becomes length and ****** actuation — as — an 
image - and/or, since a voice output is carried out a 
mah-jongg waging-war situation being sometimes 
alike, and the situation for every waging-war character 
which responded appearing, and, while a player 
obtains presence more According to the situation for 
every waging-war character of the, decision of a mah- 
jongg waging-war situation will be attained, and much 
more pleasure of the original mah-jongg of playing 
taking into consideration the mah-jongg waging-war 
situation for every waging-war character will be 
acquired. 

[0013] Furthermore, the control section in the mah- 
jongg game equipment of this invention is preferably 
characterized by controlling to choose the message 
data corresponding to the expression of the face for 
every waging-war character. Moreover, preferably, in 
the mah-jongg game approach of this invention, the 
message data corresponding to the expression of the 
face for every waging-war character is chosen, and it 
is characterized by image display and/or carrying out a 
voice output. Furthermore, the mah-jongg game 
program which chooses the message data 
corresponding to the expression of the face for every 
waging-war character, and is characterized by image 
display and/or making it control to carry out a voice 
output is recorded on the record medium of this 
invention. 

[0014] Since a message is outputted by this 
configuration so that it may correspond to the face 
expression for every waging-war character displayed, 
it becomes the face expression and the message 
according to a mah-jongg waging-war situation, 
humanity, character, etc. of the waging-war character 
will appear more, and presence will be obtained more 
by it. 

[0015] Furthermore, the control section in the mah- 
jongg game equipment of this invention is preferably 
characterized by controlling to choose the message 
data of the waging-war character which carried out 
message assignment at the time of the self-draw of a 
player. Moreover, it is characterized by choosing 
preferably the message data of said waging-war 
character which carried out message assignment at the 
time of the self-draw of a player in the mah-jongg 
game approach of this invention, and being 
characterized by image display and/or carrying out a 
voice output. Furthermore, the mah-jongg game 



program which chooses the message data of said 
waging-war character which carried out message 
assignment at the time of the self-draw of a player, 
and is characterized by image display and/or making it 
control to carry out a voice output at it is recorded on 
the record medium of this invention. 
[0016] Since the waging-war character is specified 
and the message is indicated by the output by this 
configuration at the time of the self-draw of a player, 
the hint of waging-war circumstantial judgment will 
be obtained to the waging-war character to worry, and 
much more pleasure of the original mah-jongg of 
playing taking that hint into consideration will be 
acquired. 

[0017] Furthermore, preferably, he laughs it as the 
expression of the face for every waging-war character 
as image data in this invention at least, and they are a 
face, common face, and sadness face and a resentment 
face, moreover, the waging-war situation as output 
condition of image data [ in / preferably / this 
invention ] ~ the contents of a hand at the time of a 
starting hand, and the tile at the time of a self-draw - 
the tile at the time of contents and a discarded tile — 
contents, reorganization, and win - it is in any at least 
among the contents. Furthermore, a motion of the face 
for every waging-war character as image data in this 
invention is a motion which looks at which direction 
at least among the direction into which the tile was 
thrown away, the direction of the partner who cried, 
and the direction of a partner which carried out win 
preferably, furthermore, the tile for every waging-war 
character as image data [ in / preferably / this 
invention ] -- length and ****** actuation — a motion 
of ****, a motion of a discarded tile, and reach — a 
motion and squeal of a tile - it is how to move any at 
least among motions of a tile. 
[001 8] The pleasure of the original mah-jongg of 
playing decision of the mah-jongg waging-war 
situation according to the image being attained, and 
taking into consideration the mah-jongg waging-war 
situation for every waging-war character with each of 
these data while the image which is more rich in 
presence is obtained will be acquired. 
[0019] 

[Embodiment of the Invention] Hereafter, it explains, 
referring to a drawing about the operation gestalt of 
this invention. 

[0020] Drawing 1 is the block diagram showing the 
hard configuration of the mah-jongg game equipment 
in 1 operation gestalt of this invention. 
[0021] Mah-jongg game equipment 1 consists of a 
record medium 5 with which the game data which 
consist of the PURIME in amplifier 3 and the 
loudspeaker 4, the image data and voice data, and 
program data for outputting the body of a game 
machine (not shown), the television monitor 2 for 
outputting the image of a game, and the voice of a 
game were recorded in drawing 1 . Here, record media 
5 are the so-called ROM cassette by which ROM to 
which the program data storage of for example, the 
above-mentioned game data or the operating system 
was carried out was contained by the plastics case, an 



optical disk, a flexible disk, etc. 
[0022] The bus 7 which consists of the address, data, 
and a controller bus is connected to the arithmetic and 
program control (it is called Following CPU) 6 with 
which the actuation within this body of a game 
machine and a control system control each part, and 
RAM8 and the interface circuitries 9 and 10 which can 
store various data, a digital signal processor 1 1 , the 
image drawing processing processor 12, and interface 
circuitries 13 and 14 are connected to this bus 7, 
respectively. A controller 16 is connected to this 
interface circuitry 10 through the actuation 
information interface circuitry 15, and the command 
according to the actuation signal from a controller 1 6 
can be made to perform to CPU6. 
[0023] This digital signal processor 1 1 is write-in 
******** of the image data which should mainly 
perform location count on two-dimensional, light 
source count, generation of voice data, and processing 
processing, and the image drawing processing 
processor 12 should draw to RAM8 based on the 
count result in a digital signal processor 1 1 . Moreover, 
through D/A converter 1 7, it connects with a 
television monitor 2 and the image output of the 
interface circuitry 13 is carried out, and it connects 
with D/A converter 1 8 pan through the PURIME in 
amplifier 3 at a loudspeaker 4, and the voice output of 
the interface circuitry 14 is carried out. 
[0024] Here, as for mah-jongg game equipment 1 , the 
gestalten differ according to the application. That is, 
when the above-mentioned mah-jongg game 
equipment 1 is constituted as home use, a television 
monitor 2, the PURIME in amplifier 3, and a 
loudspeaker 4 consist of another objects with the body 
of a game machine. Moreover, when the above- 
mentioned mah-jongg game equipment 1 is constituted 
as business use, all the components shown in drawing 
1 are contained in one housing of one apparatus. 
Moreover, when the above-mentioned mah-jongg 
game equipment 1 is constituted as a nucleus, it sets a 
personal computer and a workstation. The above- 
mentioned television monitor 2 corresponds to the 
display for the above-mentioned computers. The 
above-mentioned image drawing processing processor 
12 It corresponds to the hardware on the add-in board 
carried in some game program data currently recorded 
on the above-mentioned record medium 5, or the 
expansion slot of a computer. The above-mentioned 
interface circuitries 9, 10, 13, and 14, D/A converters 
1 6 and 1 7, and the actuation information interface 
circuitry 1 5 support the hardware on the add-in board 
carried in the expansion slot of a computer. Moreover, 
the above RAM 8 supports each area of the main 
memory on a computer, or an expanded memory. With 
this operation gestalt, the above-mentioned mah-jongg 
game equipment 1 explains taking the case of the case 
where it is constituted as home use. 
[0025] Moreover, a controller 16 has start button 16a, 
A carbon button 16b, B carbon button 16c, and cross- 
joint key 16d and stick type controller 16e and left 
trigger carbon button 1 6f, right trigger carbon button 
16g, CI carbon button 16h, and C2 carbon button 16i, 



C3 carbon button 16j, C4 carbon button 16k, 
connector 16m, and depth trigger carbon button 16n. 
Here, to connector 1 6m, the memory for memorizing 
the advance condition of a game etc. temporarily etc. 
is removable, moreover — being operational not only 
to four directions but the direction of 360 degrees in 
the above-mentioned stick type controller 16e — 
becoming — **** — a joy stick and abbreviation — it 
has the same function. 

[0026] Next, the functional-block configuration of the 
mah-jongg game equipment 1 of this invention is 
explained. 

[0027] The control section 20 is constituted by the 
above CPU6, digital signal processor 1 1, image 
drawing processing processor 12, and memory section 
(RAM8, interface circuitry 9, and record medium 5) 
19. The game data which consist of image data, voice 
data, program data, etc. which were recorded on the 
record medium 5 CPU6 makes various signal 
processing perform by the digital signal processor 1 1 , 
and controls by the image drawing processing 
processor 12 based on these various signal processing 
to perform write-in processing of image data and voice 
data which should be drawn to RAM8. 
[0028] Moreover, the actuation input section 21 is 
constituted by the interface circuitry 1 0, the actuation 
information interface circuitry 15, and the controller 
1 6. By making the command according to the 
actuation signal from the controller 16 by the player 
perform to CPU6 In the display screen as shown in 
drawing 2 as which the hand and the contents of a 
discarded tile of the player, the contents of a discarded 
tile of the waging- war character, a message, and face 
expression were displayed a player the waging- war 
character and sequence — tiles, such as **** and a 
discarded tile, — a mah-jongg game can be advanced 
by repeating length and ****** actuation. In this case, 
a hand is a tile on hand, a discarded tile is a tile thrown 
away into **, and a self-draw is [ **** is a tile to 
which it came also as one sheet from ***♦, and ] an 
action to which it comes also as one sheet from ****. 
[0029] Furthermore, the image display section 22 will 
be constituted by an interface circuitry 13, D/A 
converter 1 7, and the television monitor 2, and the 
image according to the mah-jongg waging- war 
situation for every CPU character will be displayed on 
a screen in inputting into interface-circuitry 1 3 pan the 
image data which performed write-in processing to 
RAM8 through D/A converter 1 7 by the image 
drawing processing processor 12 at a television 
monitor 2. 

[0030] Furthermore, the voice output section 23 will 
be constituted by an interface circuitry 14, D/A 
converter 1 8, the PURIME in amplifier 3, and the 
loudspeaker 4, and the voice according to the mah- 
jongg waging- war situation for every CPU character 
will be outputted in inputting into an interface 
circuitry 14 and D/A converter 1 8 pan the voice data 
which performed write-in processing to RAM8 
through the PURIME in amplifier 3 by the image 
drawing processing processor 12 at a loudspeaker 4. 
[0031] Here, actuation by this invention is explained 



in more detail below about the control section 20 
including CPU6 controlled by the game data recorded 
on the record medium 5. 
[0032] the display (expression) of the face 
corresponding to the waging-war situation for every 
waging-war character so that a control section 20 may 
obtain presence and may predict a partner's contents of 
a hand synthetically, a motion of a face, a message, 
and a tile — tiles, such as length and ****** actuation, 
- it becomes the variable item of migration - as — 
image data and voice data obtaining — such image 
data and voice data ~ image display — and/or, it 
controls to carry out a voice output. 
[0033] Moreover, according to the waging-war 
situation for every waging-war character, the feeling 
value is set up in order to obtain the expression for 
every waging-war character according to the flow of a 
mah-jongg waging-war situation, and a control section 
20 is controlled to choose and carry out image display 
of the image data which shows the expression of a 
face according to the sum total of the feeling value in 
the time. 

[0034] Furthermore, while the feeling value is set up 
according to the waging-war situation for every 
waging-war character and a control section 20 chooses 
the image data which shows the expression of a face 
according to the sum total of the feeling value in the 
time It controls to choose and carry out image display 
of the image data with which give priority over the 
expression selection by this feeling value sum total, 
and only predetermined time indicates the expression 
of a face according to a special situation to be so that 
the feeling for every occasional waging-war character 
of that appears preferentially and in emphasis. 
[0035] furthermore, a control section 20 becomes a 
variable item corresponding to the high conditions of 
priority among the monograph affairs of the waging- 
war situation for every waging-war character so that it 
may express the situation for every waging-war 
character which the mah-jongg waging-war situation 
was sometimes alike, and responded — as -- data — 
choosing - image display - and/or, it controls to carry 
out a voice output. 

[0036] furthermore, the message data of the waging- 
war character which carried out message assignment 
at the time of the self-draw of a player so that a control 
section 20 may consider as the hint of waging-war 
circumstantial judgment to the waging-war character 
to worry — choosing — image display — and/or, it 
controls to carry out a voice output. 
[0037] They are four kinds of a laughter face, common 
face, and sadness face and a resentment face as the 
expression of the face for every waging-war CPU 
character above. In the case of Uchida, the woman of 
the front face of drawing 3 , drawing 3 is usually a 
face, drawing 4 is a laughter face, drawing 5 is a 
sadness face, the expression of the waging-war CPU 
character is a resentment face, and, as for drawing 6 
R> 6, the face expression of other waging-war 
characters is similarly displayed for it in the display 
screen of a television monitor 2, respectively. 
[0038] moreover, a waging-war situation — the 



contents of a hand at the time of a starting hand, and 
the tile at the time of a self-draw - the tile at the time 
of contents and a discarded tile — contents, 
reorganization, and win - they are the contents etc. 
Moreover, a motion of the face for every waging-war 
character carries out the motion which looks at which 
direction at least among the direction into which the 
tile was thrown away, the direction of the partner who 
cried, and the direction of a partner which carried out 
win. furthermore, the tile for every waging-war 
character — tiles, such as length and ****** actuation, 
-- migration — a motion of ****, a motion of a 
discarded tile, and reach - a motion and squeal of a 
tile - it is a motion of a tile etc. Furthermore, the 
display message and voice output of the image section 
are made to correspond to the expression of the face 
for every waging-war CPU character, in this case, the 
time of carrying out a ready hand to reorganization 
(reach) in Monzen — henceforth — AGARI — a tile - 
except lengthens, and on condition that ***♦, it is 
declared simultaneously materialized. Moreover, win 
is AGARI. furthermore, **** - by the ready hand 
(condition of waiting for AGARI) -- this trouble - it is 

- for example, 1 **** ~ one more sheet - effective - 
it is in the condition which serves as a ready hand with 
a tile. 

[0039] Next, the example is explained in detail about 
the concrete contents of the game data which consist 
of image data, voice data, program data, etc. 
[0040] first, a game - the initial set of before an 
initiation starting hand and a feeling value (mark) — 
carrying out - a game - inside It is under setting, the 
usual case which carries out a feeling value set 
according to the situation, and sets the expression of a 
face according to the situation of the set feeling value 
and its CPU character — it is — moreover, mah-jongg - 

- a game — The conversation (message) for every CPU 
character and the expression of a face are decided 
according to the mah-jongg waging-war situation. 
When the CPU character of arbitration is asked for 
conversation at the time of the own turn of a player, it 
is the case where the CPU character displays on a 
screen by making conversation according to the 
situation in the time into a message. 

[0041] In the case of Uchida, it has by carrying out the 
initial set (+128 points) of the basic feeling value 
classified by character, and a feeling value set with a 
point and the feeling value set by the situation in a 
front station are carried out to the initial set of the 
feeling value for every CPU character of this. It has in 
this case, and with a feeling value set with a point, 
whenever it increases by 400 points from start ******, 
it considers as +one point, and whenever 400 points 
decrease, it calculates as -one point. For example, 
when start ****** is made into 30000 points, it 
became +one point when it had and a point turned into 
30400 points, and it has and a point turns into 29600 
points, it becomes -one point. With moreover, the 
feeling value set by the situation in the before station 
in this case When win (it has gone up) is being carried 
out by the front station (+three points) and the win 
beyond of limit hand is being carried out (+three 



points), When the limit hand ready hand was carried 
out, it was getting down when win was not able to be 
carried out (-three points), and does not transfer 
(+three points) and transfers (-three points), the case (- 
one point) where win is carried out to a partner by the 
self-draw is set. 

[0042] moreover, a game - the feeling value set by 
inside and its waging-war situation - the time of a 
starting hand - the time of a self-draw and a discarded 
tile — win — the sum total of the following number of 
each point at the time and the time of the Nagare 
office is set as a feeling value. In the case of Uchida's 
feeling value, at the time of a starting hand In for 
example, the case of 3 or less **** (+ten points) In the 
case of 5 or more ****s (-ten points), at the time of a 
starting hand In the case of the **** rise by the self- 
draw (+three points) the self-draw end when applying 
reorganization (reach) at the time of one's discarded 
tile — and the discarded tile is unnecessary, when it is 
a tile (-three points) the self-draw end when applying 
reorganization (reach) at the time of one's discarded 
tile - and the discarded tile is unnecessary — a tile - 
not but and the self-drawn tile - risk, when it is a tile 
(-three points) and applies reorganization (reach) at 
the time of its discarded tile (+ten points) When it 
cries at the time of its discarded tile (-six points) and 
reorganization (reach) can be applied at the time of the 
discarded tile of other houses (-ten points), the case 
(+six points) where it cries at the time of the discarded 
tile of other houses — one's win — sometimes, when 
self-draw win is carried out (+20 points) one's win ~ 
the case (+20 points) where it sometimes acts as 
Shigekazu — one's win — the score count back at the 
time ~ having ~ a point (it is **1 for every 400 
differences from start ******).- the win of other 
houses - the case (-20 points) where it sometimes 
transfers - the win of other houses — a self-draw **** 
case (-20 points) sometimes the win of other houses - 
the case (-14 points) where the ready hand is 
sometimes being carried out beyond limit hand — the 
win of other houses, when it does not sometimes get 
down and transfer (+14 points) the win of other houses 
~ the score count back at the time — having — a point 
(it is **1 for every 400 differences from start ******) 
- When it is getting down at the time of the Nagare 
office when the ready hand is being carried out 
beyond limit hand at the time of**** (-14 points), and 
it does not transfer (+14 points), it has after the score 
count at the time of the Nagare office, and is a point (it 
is **1 for every 400 differences from start ******) 
etc. 

[0043] Furthermore, with the expression set of the 
face by the set feeling value, the expression of the face 
of the CPU character is usually changed to four kinds 
of a laughter face, common face, and sadness face and 
a resentment face according to the set feeling value, it 
~ the time of a starting hand - the time of a self-draw 
and a discarded tile ~ win - it is made to make it 
change every moment at the time, the time of the 
Nagare office, etc. The criteria of the feeling value at 
this time are as being shown below. 
[0044] 



tension quantity (178 or more feeling values): — 
laughter face tension common (88 - 177 feeling 
values): - usually — a face tension ~ low (48 - 87 
feeling values) : — sadness face tension minimum (47 
or less feeling values): - resentment face usual 
Although the expression of the face of the CPU 
character is changing according to the set feeling 
value, in the case of the situation of the following 
CPU character, the expression of the face hung up 
over below has priority only for a moment or 
temporarily, and it returns to the expression of the face 
by normal operation (actuation by the feeling value) 
again after that. 

[0045] In the case of 3 or less **** of starting hands, 
at the time of a starting hand, it laughs except the 
tension minimum, and usually becomes a face by the 
face and the tension minimum at it. 
[0046] In the case of 5 or more ****s of starting 
hands, it usually gets angry in tension quantity except 
a face and tension quantity, and becomes a face. 
[0047] Moreover, in the case of a **** rise self-draw, 
it laughs except the tension minimum at the time of a 
self-draw, and usually becomes a face by the face and 
the tension minimum at it. 
[0048] unnecessary - a tile - in the case of a self- 
draw, it usually gets angry in tension quantity except a 
face and tension quantity, and becomes a face. 
[0049] risk - a tile - in the case of a self-draw, it 
usually feels sad in tension quantity except a face and 
tension quantity, and becomes a face. 
[0050] Furthermore, about a motion of the face of the 
CPU character, when other houses cry at the time of 
the DORA end of other houses, it considers as a 
motion of a face which turns in the direction of the 
partner who cut the DORA temporarily, and the 
partner who cried. However, when other houses cry, 
the person who cut the tile which cried becomes a 
resentment face temporarily, and has become a motion 
of a face which rums in the direction of the person 
who cried after that. 

[0051] furthermore, the reach of the CPU character » 
a tile, a discarded tile, and a squeal ~ a motion of the 
image of a tile changes also with each CPU characters, 
while changing with above-mentioned feeling values 
(tension). 

[0052] next, a tile - length and ****** actuation are 
explained. 

[0053] first, the reach for every CPU character -- 
although a motion of the image of a tile changes also 
with above-mentioned feeling values (tension), it is as 
being shown in the next (table 1). this (Table 1) - by 
setting, I attaches vigor and it is reach from a top, and 
S is made to slide just for a moment, it is reach, O is 
reach placed on that occasion, and K is reach 
performed by rotating a tile. There are some 
inclinations also in man and woman's CPU character, 
and a male does the motion which attaches vigor and 
carries out reach from a top, and a woman does the 
motion which is made to slide just for a moment and 
carries out reach. 
[0054] 
[Table 1] 



[0055] Moreover, although a motion of the image of 
the discarded tile for every CPU character changes 
also with above-mentioned feeling values (tension), it 
is as being shown in the next (table 2). this (Table 2) — 
it sets, T is the case where a tile is thrown away by the 
motion thrown as shown in drawing 25 a, it is the case 
where a tile is thrown away as Y is zoom-in and the 
case where carry out a zoom down and a tile is thrown 
away, gently as shown in drawing 25 b, and are shown 
in drawing 25 c and N lets length, width, and a mah- 
jongg table slide, and I is the case where a tile is 
suddenly thrown away without a motion as a partem 
of the resentment as shown in drawing 25 d. There are 
some inclinations also in man and woman's CPU 
character, the motion which throws away a tile is 
carried out so that a male may throw with sufficient 
vigor from a top, and a woman does gently zoom-in 
and the motion which is made to carry out a zoom 
down and throws away a tile. 
[0056] 
[Table 2] 



[0057] Furthermore, although it cries for every CPU 
character and a motion of the image of a tile changes 
also with above-mentioned feeling values (tension), it 
is as being shown in the next (table 3). this (Table 3) - 
although a motion which sets, brings N at hand as it is, 
and is doubled with other tiles is carried out, the 
height of the tile taken with a feeling value (tension) 
and the rate of a zoom change, and a dilation ratio 
becomes high, so that a feeling value (tension) is high. 
Moreover, X carries out the motion which takes with 
length and width and is doubled with other tiles, and K 
carries out the motion taken while rotating a tile. 
[0058] 
[Table 3] 



[0059] in addition, the above various kinds - a tile - 
**** of a tile, the voice of concentration, etc. can also 
be changed according to length and ****** actuation. 
[0060] furthermore -- a motion of ****-- the same — 
right and left of a hand ~ when bringing to which 
edge, placing beside a hand, coming as ** and 
regarding as CHIRATSU, these differ for every CPU 
character as******_-it carries out and changes also 
with mah-jongg waging- war situations. According to 
those conditions, it is made to carry out an image 
output. 

[0061] Next, if all of expression, and its message 
(conversation) and voice of a face of the CPU 
character are required, they will set voice data, while 
they stop [judge them preferentially in order of the 
waging- war situation item number, and / by the item 
with which conditions were filled ] judging after it and 
set the conversation data and face expression data for 
every CPU character of the in the item to coincidence. 
Moreover, even if it judges to the last number in the 
item, in not fulfilling a monograph affair, it skips all 
also of face expression, conversation, and voice. That 
is, when it results in the following condition items, 
image display of the change items, such as the 
expression and the message of the face for every CPU 



character set up for every condition item of the 
(conversation), and voice, will be set up and carried 
out. 

[0062] However, it is the thing of the expression of the 
face controlled by the feeling value which is shown 
below, and which was described above, saying "it 
being usually a face", and the number of 14-1 supports 
the message (conversation) mentioned later. [ for 
example / (14 -1, usually face) ] (The example of the 
CPU character: Uchida) 

It is 1. **** start (14 -1, usually face) at the time of 
halfround game initiation. 

2. **** Start (14-2, Usually Face) 

3. **** Start (14 -3, Usually Face) 

4. **** Start (14 -4, Usually Face) 

Halfround game termination was carried out at 1 . top 
at the time of halfround game termination (15-01, 
usually face). 

2. The Last ****** Carried Out Halfround Game 
Termination at Point Higher than the Last ****** of 
Player about 30000 or More Points (15 -02, Usually 
Face). 

3. The Last ****** Carried Out Halfround Game 
Termination at Point Lower than the Last ****** of 
Player about 30000 or More Points (15-03, 
Resentment Face). 

4. The Last ****** Carried Out Halfround Game 
Termination at Point that it is Lower than 30000 
Points and Higher than the Last ****** of Player (15- 

04, Resentment Face). 

5. The Last ****** Carried Out Halfround Game 
Termination at Point that it is Lower than 30000 
Points and Lower than the Last ****** of Player (15- 

05, Sadness Face). 

the tile which is 1 . pursued and is cut with 
reorganization when applying reorganization (reach) — 
risk — a tile (1-06, sadness face) 
2. Pursue and Reorganize (1 -05, Usually Face). 
Reorganization of the order [ of 3.6 ] less than (1-01 , 
resentment face) 

4. DORA End Reorganization (1-04, Sadness Face) 
Reorganization of the order [ of 5.13 ] henceforth (1- 

02. sadness face) 

6. Reorganization of those other than Above- 
mentioned Conditions 1-5(1 -03, Usually Face) 
When reorganization (reach) was able to be applied, it 
1 . Pursued and reorganization was able to be applied 
(2-02, sadness face). 

Reorganization of the order [ of 2.6 ] less than was 
able to be applied (2-03, resentment face). 

3. DORA End Reorganization was Able to be Applied 
(2-01, Sadness Face). 

4. Self-draw End Reorganization was Able to be 
Applied (2-04, Sadness Face). 

5. Except the Above-mentioned Conditions 1 - 4, Its 
Hand is 3 or More (2-05, Sadness Face) ****s. [ at 
that Time ] 

6. Except the Above-mentioned Conditions 1 - 4, Its 
Hand is 1 - 2 **** (2-06, Resentment Face). [ at that 
Time ] 

7. Except the Above-mentioned Conditions 1 - 4, Its 
Hand is Ready Hand (2 -07, Usually Face). [ at that 



Time] 

The dark can of DORA was carried out (3-02, laughter 
face). 

The dark can of DORA was carried out (4-01, sadness 
face). 

The ** can of DORA was carried out (3 -03, usually 
face). 

When it cries (a ** can, PON) 

1 . DORA was Cried (3-02, Laughter Face). 

2. One shot was erased (3-01, sadness face). 

3. **** 1 Squeal (3-04, Sadness Face) 
When it cries (a ** can, PON) 

1. When it is CPU Itself that Threw Away in Having 
Cried DORA (4-01, Sadness Face) 

2. When it is Player that Threw Away in Having Cried 
DORA (4-02, Resentment Face) 

3. One shot was erased (4-03, sadness face). 

When it cries to the time (common) of crying at which 
it is shown below when not applied to the above item 
(tsi) 

1. One shot was erased (3-01, sadness face). 

2. It Cried Including DORA (3 -03, Usually Face). 
When it cries (tsi) 

1. One shot was erased (4-03, sadness face). 

2. When it is [ the Discarded Tile ] DORA in CPU 
Itself that Threw Away in Tsi Having Been Carried 
Out Including DORA (4-01, Sadness Face) 

3. When it is [ the Discarded Tile ] DORA in Player 
that Threw Away in Tsi Having Been Carried Out 
Including DORA (4-02, Resentment Face) 

When it cries to the time (common) of crying at which 
it is shown below when not applied to the above item 
(common) 

1 . When Person Who Cried Has Less Than [ Order / of 
Six ] by **** 1 Squeal and is Lower than 20000 
Points (4-06, Resentment Face) 

2. When CPU Itself Has Already Cried [ Person Who 
Cried ] **** Further Less Than [ Order / of Six ] by 
**** 1 Squeal (4-05, Resentment Face) 

3. Person Who Cried is at **** 1 Squeal at the Time 
(4 -04, Usually Face) of the Order [ of Six ] Less 
Than. 

4. Person Who Cried is at **** 1 Squeal at the Time 
(4-07, Resentment Face) of the Order [ of Seven ] 
Henceforth. 

5. Person Who Cried is at 1 Squeal at the Time (4-08, 
Sadness Face) of Not **** but the Order [ of Six ] 
Less Than. 

6. At Squeal of Tile with Letters whose Person Who 
Cried is not **** in 1 Squeal, it is at the Time (4-10, 
Usually Face) of the Order [ of Seven ] Henceforth. 

7. At Squeal whose Person Who Cried is not **** in 1 
Squeal, it is at the Time (4 -09, Usually Face) of the 
Order [ of Seven ] Henceforth. 

8. Person Who Cried is Crying Including **** by 2 
Squeals, and it is at the Time (4-11, Resentment Face) 
of the Order [ of Eight ] Less Than. 

9. When Persons Who Cried are 3 Squeals (4-12, 
Sadness Face) 

10. When Persons Who Cried are 4 Squeals (4-13, 
Sadness Face) 

When the CPU itself carried out a can and drama a can 



got, three or more own dramas a can of 1 .CPU got (5 - 
02, usually face). 

2. One or More Own Dramas Can of CPU Got (5-01 , 
Laughter Face). 

3. Three or More Dramas Can of Other Houses Got 
(5-04, Sadness Face). 

4. One or More Dramas Can of Other Houses Got (5- 
03, Sadness Face). 

When other houses carried out a can and drama a can 
got, three or more own dramas a can of 1 .CPU got (6 - 
02, usually face). 

2. One or More Own Dramas Can of CPU Got (6 -01 , 
Usually Face). 

3. Three or More Dramas Can of Other Houses Got 
(6-04, Resentment Face). 

4. One or More Dramas Can of Other Houses Got (6- 
03, Sadness Face). 

When cutting a tile, it decided "1. Got down" (7-01, 
sadness face). 

2. - although it is getting down and is harmless at 
reorganization -- **** ~ risk - a tile is cut (7-03, 
sadness face) 

3. - getting down - **** - risk - a tile is cut (7-02, 
sadness face) 

4. — getting down - **** — the time of a self-draw — 
the highest risk - not the self-draw end but an easy 
way out is cut with a tile (7-05, resentment face) 

5. - getting down - **** - the time of a self-draw - 
the highest risk - not for the self-draw end but for 
reorganization, an easy way out is cut with a tile (7-03, 
sadness face) 

6. - getting down - **** - the time of a self-draw - 
the highest risk - the tile which is not the self-draw 
end is cut with a tile (7-06, sadness face) 

7. the Highest Risk - Cut Tile (7-04, Resentment 
Face) 

8. Self-drawn Tile - the Highest Risk - Cut Not Self- 
draw End but Easy Way Out with Tile (7-05, 
Resentment Face) 

9. the Time of Self-draw - the Highest Risk - Tile -- 
Not Self-draw End but Reorganization - Receiving - 
Risk - Cut Tile (7-06, Sadness Face) 

win - the time - 1 . **** (8 -02, usually face) 

2. Head HANE Went Up (10-01, Sadness Face). 

3. It Had by the Win Henceforth [ Nanba ], and Point 
Turned into 30000 or More Points, and it Became 
being New Top (8-01, Laughter Face). 

4.3 time **, **** (8-03, laughter face) 

5. **** (8-04, Laughter Face) 

6. It Went Up Including Role of Spear Can (10-02, 
Laughter Face). 

7. It Went Up Including Bloom on ** (8-06, Laughter 
Face). 

8. Submarine Self-draw was Carried Out (8 -07, 
Usually Face). 

9. It Acted as Riverbed Shigekazu (10-03, Laughter 
Face). 

10. It acted as Shigekazu including the role of one shot 
(10-04, usually face). 

11. The self-draw sum was carried out including the 
role of one shot (8-08, laughter face). 

1 2. At the Time of Comparatively Cheap Limit Hand 



in case it Raises and There is a Slight Low Price (8-09, 
Sadness Face) 

1 3. At the Time of Limit Hand other than the Above- 
mentioned Condition 12 (8-05, Laughter Face) 

14. Win - Time (8-10, Usually Face) of Slight Height 
in case Point Raises by 3200 or More Points of Child 
and There is a Slight Low Price Going Up 

15. Win - Time (8-11, Sadness Face) of it being 
Comparatively Cheap, in case Point Raises by 3200 or 
More Points of Child and There is a Slight Low Price, 
and Going Up 

16. Win - Time (8-15, Sadness Face) of Child being 
Lower than 3200 Points, Point Having Applied 
Reorganization, and Drama Flesh Side Not Getting 

17. Win - Point -- under from 3200 Points of Child - 
Reorganization - Not Applying — Win — Point - the 
Time above 1000 Points of Child (8-14, Sadness Face) 

18. Win - Point - under from 3200 Points of Child - 
Reorganization - Not Applying - Win - Time (8-16, 
Sadness Face) of Point being 1 000 or Less Points of 
Child 

19. or it Applied and Carried Out the 5 or More Order 
Self-draw End of the Reorganization of an after [ 
Reorganization ] and it Carried Out Self-draw Sum — 
or Win — Time (8-12, Sadness Face) of Child Doing [ 
Point ] 3200 or More Point Self-draw Sum 

20. or it Applied and Carried Out the 5 or More Order 
Self-draw End of the Reorganization of an after [ 
Reorganization ] and it Acted as Shigekazu - or Win - 
- Time (8-05, Laughter Face) of Child Acting [ Point ] 
as 3200 or More Point Shigekazu 

21. or it Carried Out Self-draw Sum of the 
Reorganization in Situation except Having Applied 
and Carried Out the 5 or More Order Self-draw End of 
an after [ Reorganization ], and Having Gone Up — or 
Win - Time (8-13, Sadness Face) of Child Doing [ 
Point ] 3200 or More Point Self-draw Sum 

22. or it Acted as Shigekazu of the Reorganization in 
Situation except Having Applied and Carried Out the 
5 or More Order Self-draw End of an after [ 
Reorganization ], and Having Gone Up - or Win - 
Time (10 -06, Usually Face) of Child Acting [ Point ] 
as 3200 or More Point Shigekazu 

When win is carried out (when it has influence on the 
own score of CPU) 

1 . When Top is Reversed Henceforth [ Nanba ] (9-01 , 
Sadness Face) 

2. Self-draw Sum was Carried Out Beyond Limit 
Hand (9-02, Sadness Face). 

3. It Acted as Shigekazu Beyond Limit Hand (11-01, 
Sadness Face). 

4. Self-draw Sum was Carried Out to the CPU Itself 
Having Applied Reorganization (9-03, Sadness Face). 

5. It Acted to the CPU Itself Having Applied 
Reorganization as Shigekazu (1 1-02, Sadness Face). 

6. Win -- Win of the Point was Carried Out in 1000 or 
Less Points of Child, and the CPUs Itself were Parents 
(12-05, Sadness Face) 

7. Win - Win of the Point was Carried Out in 1000 or 
Less Points of Child, and the CPU Itself was Child 

(1 1-04, Sadness Face) 

8. Self-draw Sum was Carried Out in Situations other 



than the Above-mentioned Conditions 1 - 7 (9-04, 
Resentment Face). 

9. It Acted as Shigekazu in Situations other than the 
Above-mentioned Conditions 1 - 7 (1 1-03, Sadness 
Face). 

When win is carried out (when there is no effect in the 
own score of CPU) 

1 . Head HANE was Carried Out (12-02, Sadness 
Face). 

2. When Top is Reversed Henceforth [ Nanba ] (12- 

01. Sadness Face) 

3. 7700 or More Points of Child Covered Expenses of 
Win (12-03, Sadness Face). 

4. When Win Has Own Parents of CPU Kicked below 
3200 Points of Child (12-05, Sadness Face) 

5. Situations other than the Above-mentioned 
Conditions 1 - 4 Went Up (12-04, Sadness Face). 
At the time of ****, the ready hand is carried out 
beyond 1 . limit hand, and the Nagare office was 
carried out (13-01, sadness face). 

2. Nagare Office of the Reorganization was Applied 
and Carried Out (13-02, Sadness Face). 

3. Ready Hand - Carrying Out - **** - 
Reorganization - Not Applying - Win - Point 
Carried Out Nagare Office by Child's Hand of 1000 or 
Less Points (13-04, Sadness Face) 

4. Ready Hand - Carrying Out - **** - 
Reorganization - Not Applying - Win -- Point 
Carried Out Nagare Office by Child's Hand of 3200 or 
More Points (13-04, Sadness Face) 

5. In Situations other than the Above-mentioned 
Conditions 1 - 4, Ready Hand is Carried Out and 
Nagare Office was Carried Out (13-05, Resentment 
Face). 

6. Although it was Non-**, Nagare Office was Carried 
Out in Situation of Getting Down (13-06, Sadness 
Face). 

7. Nagare Office was Carried Out by Non-** in 
Situations other than the Above-mentioned Condition 
6 (13-07, Sadness Face). 

When it is the CPU itself which was carried out 1 . 

**** at the time of the Nagare office by nine-sort Yao 

9 ****** (13-08, sadness face) 

2. When Player **** (13 -09, Usually Face) 

the time of the Nagare office by 3 ****-- the 1 .CPU 

itself - win — the time (13-10, resentment face) of 

being one in a person 

2. The CPU Itself Transferred (13-1 1, Sadness Face). 

When what the can was carried out to the 1 . last for at 

the time of the Nagare office with 4 open cans is the 

CPU itself (13-12, sadness face) 

2. When what Can was Carried Out to Last for is 

Player (13-12, Sadness Face) 

When the wind tile of the 1 . last is the CPU itself at 

the time of the Nagare office by cardinal-winds child 

continuous hits (13 -13, usually face) 

2. When the Last Wind Tile is Player (13-15, 

Resentment Face) 

When the reorganization person of the 1. last is the 
CPU itself at the time of the Nagare office by 4 house 
reorganization (13-14, usually face) 
2. When the Last Reorganization Person is Player (13- 



15, Resentment Face) 

Next, the conversation (message) and voice which are 
automatically performed at the time of the own turn of 
the CPU character are explained. However, the 
laughter face and tune message (conversation) which 
is usually the thing of the expression of a sadness face 
four kinds of a face, a sadness face, and a resentment 
face of inside, and T-33 mentions later is supported in 
the expression of the face of the CPU character with 
the "sadness face" shown below. [ for example / (T- 
33, sadness face) ] moreover, the voice for every CPU 
character — it is (laughing voice) - according to the 
situation, if it is a (laughing voice) (for example, if 
"KUSUTSU", "WAHHAHA", "FUFU", etc. are 
(surprise voice)), "GYO", at least one kind [ about 
four ] of "Wu", "HEE", etc. are set up (surprise voice), 
(laughing voice) (surprise voice) 
[0063] 1 . When it is getting down and judges that it 
can finish getting down (T-33, sadness face) 

2. Although it did not necessarily judge that it was 
getting down and can still finish getting down, an easy 
way out is two or more sheets at a certain time 
(laughing voice). 

3. the CPU character itself - reorganization - 
applying **** - the after [ reorganization ] self- 
draw end — a tile - numbers are seven tiles. (T-22, 
usually face) 

4. the CPU character itself - reorganization - 
applying — ****-- the after [ reorganization ] self- 
draw end — a tile - numbers are eight tiles. (Surprise 
voice) 

5. the CPU character itself - reorganization - 
applying — **** — the after [ reorganization ] self- 
draw end — a tile - numbers are six tiles. (Surprise 
voice) 

6. the CPU character itself — reorganization — 
applying —**** — the after [ reorganization ] self- 
draw end — a tile - numbers are four tiles. (Surprise 
voice) 

7. the CPU character itself - reorganization — 
applying — **** — the after [ reorganization ] self- 
draw end - a tile - numbers are three tiles. (T-24, 
resentment face) 

8. Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, it Remains, and Has 
Self-draw, who Does Not Have the First Shot of 
Reorganization and it Becomes 3 **** (T-26, 
Laughter Face) 

9. Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, Remain, Self-draw 
Occurs, who Does Not Have the First Shot of 
Reorganization and it Becomes 3 ****, it is after the 
Above-mentioned Conditions 8 (Laughing Voice). 

10. Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, it Remains, and Has 
Self-draw, who Does Not Have the First Shot of 



Reorganization and it Becomes 2 **** (T-27, Sadness 
Face) 

1 1 . Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, Remain, Self-draw 
Occurs, who Does Not Have the First Shot of 
Reorganization and it Becomes 2 ***♦, it is after the 
Above-mentioned Conditions 10 (Laughing Voice). 

12. Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, it Remains, and Has 
Self-draw, who Does Not Have the First Shot of 
Reorganization and it Becomes 1 **** (T-28, 
Resentment Face) 

13. Although One Someone Had Applied 
Reorganization, when are not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization, Remain, Self-draw 
Occurs, who Does Not Have the First Shot of 
Reorganization and it Becomes 1 ♦***, it is after the 
Above-mentioned Conditions 12 (Laughing Voice). 

14. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Own Stage Fright Eye of CPU Character is Lost 
Mostly (Surprise Voice) 

15. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Own Stage Fright Eye of CPU Character is Lost (T- 

16. Sadness Face) 

16. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-02, Usually 
Face) of2****or3 ****. 

17. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is 
after the Above-mentioned Conditions 16 (Laughing 
Voice) by the Time of 2 **** or 3 **** at Eye 
Starting Hand 1 Order. 

18. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-01, Usually 
Face) of 1 **** 

19. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is 
after the Above-mentioned Conditions 1 8 (Laughing 
Voice) by the Time of 1 **** at Eye Starting Hand 1 
Order. 

20. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and 
They are 4 or More (T-10, Resentment Face) ****s by 
the Time When Not Eye Starting Hand 1 Order but 
Flow of Self-draw is Bad. 

21. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-09, Sadness Face) of 2 **** or 3 **** by 
the Time When Not Eye Starting Hand 1 Order but 
Flow of Self-draw is Bad. 

22. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-08, Sadness Face) of 1 **** by the Time 



When Not Eye Starting Hand 1 Order but Flow of 
Self-draw is Bad. 

23. When One of the Above-mentioned Conditions 
20-22 Has Already Happened and the Same 
Conditions Happen Once Again (Groan) 

24. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself, Not 
Eye Starting Hand 1 Order but the Number of the 
Remaining Self-draws is Taken into Consideration and 
Own Stage Fright Eye of CPU Character is Thin (T- 
09, Sadness Face) 

25. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-16, Usually Face) of 3 **** or 2 **** by 
the Time with Sufficient Not Eye Starting Hand 1 
Order but Flow of Self-draw. 

26. When Hands are 2 **** when Conditions 25 
Occur in 3 ****, or Conditions 25 Occur [ Hand ] in 2 
****, it is at the Time (Laughing Voice) of 3 **♦*. 

27. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-14, Sadness Face) of 1 **** by the Time 
with Sufficient Not Eye Starting Hand 1 Order but 
Flow of Self-draw. 

28. When Conditions 27 Have Already Happened and 
the Same Conditions Occur Once Again (Laughing 
Voice) 

Next, when the CPU character of arbitration is asked 
for conversation (message) at the time of the own turn 
of a player, it explains setting a conversation set 
(message) for every the situation and its CPU 
character. 

[0064] At the time of the own turn of a player, also 
when a player asks the CPU character of arbitration 
for conversation (message), like an old case, each 
following situation is preferentially judged from the 
conditions of a young number, the judgment after it is 
stopped by the condition item with which conditions 
were filled, and the conversation data and face 
expression data for every CPU character in the 
condition item are set to coincidence. (The example of 
the CPU character: Uchida) 

1 . When it is getting down and judges that it can finish 
getting down (T-33, sadness face) 

2. Although it did not necessarily judge that it was 
getting down and can still finish getting down, an easy 
way out is two or more sheets at a certain time (T-34, 
usually face). 

3. When it can finish getting down if the tile which 
seems to be comparatively safe is included in an easy 
way out although it is not getting down, it did not 
necessarily judge that it can finish getting down and 
there is only one easy way out (T-35, usually face) 

4. It is the time (T-36, sadness face) when it can finish 
getting down if the tile which seems to be 
comparatively safe is included in an easy way out 
although it is not getting down, it did not necessarily 
judge that it can finish getting down and an easy way 
out does not have one sheet, either. 

5. When are not getting down, it does not necessarily 
judge that it can finish getting down, there is only one 
easy way out and it has the tile which seems to be 



comparatively safe (T-37, sadness face) 

6. It is at the Above-mentioned Conditions 1-5 at the 
********** Time (T-38, Sadness Face). 

7. When the CPU Character Itself Has Applied 
Reorganization and it is the First Shot (T-20, Usually 
Face) 

8. the CPU character itself - reorganization ~ 
applying ~ **** - the after [ reorganization ] self- 
draw end - a tile - numbers are seven tiles. (T-22, 
usually face) 

9. the CPU character itself - reorganization - 
applying --****-- the after [ reorganization ] self- 
draw end - a tile - numbers are five tiles or six tiles. 
(T-23, resentment face) 

10. the CPU character itself ~ reorganization — 
applying — ***»-- the after [ reorganization ] self- 
draw end — a tile - numbers are three tiles or four 
tiles. (T-24, resentment face) 

1 1. The CPU Character Itself Has Applied 
Reorganization and it is at the Times other than the 
Above-mentioned Conditions 7-10 (T-21, Usually 
Face). 

12. Although One Someone Has Applied 
Reorganization, when it is not Getting Down from the 
CPU Character Itself, and the CPU Character Itself 
Has Not Applied Reorganization and There is No 
Remaining Self-draw (T-30, Sadness Face) 

13. Although One Someone Has Applied 
Reorganization, it is not Getting Down from the CPU 
Character Itself, and the CPU Character Itself Has Not 
Applied Reorganization, the Remaining Self-draw 
Occurs, and who Has the First Shot of Reorganization 
(T-25, Usually Face). 

14. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 
Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and the Number of One Someone's 
after [ Reorganization ] Self-draw Ends is Less Than 4 
Order, and it is at the Time (T-26, Laughter Face) of 3 
or More ****s. 

15. Although One Someone Has Applied 

Reorganization, by Not Getting Down from the CPU 

Character Itself, the CPU Character Itself Has Not 

Applied Reorganization and it Remains, and Self-draw 

Occurs, and who Does Not Have the First Shot of 

Reorganization, and the Number of One Someone's 

after [ Reorganization ] Self-draw Ends is Less Than 4 

Order, and it is at the Time (T-27, Sadness Face) of 2 
**** 

16. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 
Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and the Number of One Someone's 
after [ Reorganization ] Self-draw Ends is Less Than 4 
Order, and it is at the Time (T-28, Resentment Face) 
of 1 ****. 

17. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 



Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and the Number of One Someone's 
after [ Reorganization ] Self-draw Ends is Less Than 4 
Order, and it is at the Time (T-29, Usually Face) of 
Ready Hand. 

18. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 
Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' 
Number of after [ Reorganization ] Self-draw Ends is 

5 or More Order, and it is at the Time (T-30, Sadness 
Face) of 2 or More ****s. 

19. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 
Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' 
Number of after [ Reorganization ] Self-draw Ends is 

5 or More Order, and it is at the Time (T-3 1 , Usually 
Face) of 1 ****. 

20. Although One Someone Has Applied 
Reorganization, by Not Getting Down from the CPU 
Character Itself, the CPU Character Itself Has Not 
Applied Reorganization and it Remains, and Self-draw 
Occurs, and who Does Not Have the First Shot of 
Reorganization, and All Reorganization Persons' 
Number of after [ Reorganization ] Self-draw Ends is 

5 or More Order, and it is at the Time (T-32, 
Resentment Face) of Ready Hand. 

21. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Own Stage Fright Eye of CPU Character is Lost 
Mostly (T-05, Sadness Face) 

22. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Own Stage Fright Eye of CPU Character is Lost (T- 
06, Sadness Face) 

23. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-04, 
Resentment Face) of 5 or More ****s. 

24. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-03 Sadness 
Face) of 4 ****. 

25. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-02, Usually 
Face) of 2**** or 3 **»*. 

26. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
Eye Starting Hand 1 Order at the Time (T-01 , Usually 
Face) of Ready Hand or 1 ***♦. 

27. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-10, Resentment Face) of 4 or More ****s 
by the Time When Not Eye Starting Hand 1 Order but 



Flow of Self-draw is Bad. 

28. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-09, Sadness Face) of 2 **** or 3 **** by 
the Time When Not Eye Starting Hand 1 Order but 
Flow of Self-draw is Bad. 

29. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-08, Sadness Face) of 1 **** by the Time 
When Not Eye Starting Hand 1 Order but Flow of 
Self-draw is Bad. 

30. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-07, Sadness Face) of Ready Hand by the 
Time When Not Eye Starting Hand 1 Order but Flow 
of Self-draw is Bad. 

3 1 . When Nobody Applies Reorganization, and Not 
Getting Down, Turning the CPU Character Itself Not 
within Eye Starting Hand 1 Order but within 2 ****s 
and Carrying Out Inside (T-12, Usually Face) 

32. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself, Not 
Eye Starting Hand 1 Order but the Number of the 
Remaining Self-draws is Taken into Consideration and 
Own Stage Fright Eye of CPU Character is Thin (T- 

1 1 , Sadness Face) 

33. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself, Not 
Eye Starting Hand 1 Order but the Number of the 
Remaining Self-draws is Taken into Consideration and 
Own Stage Fright Eye of CPU Character is Thin (T- 
13, Laughter Face) 

34. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-14, Sadness Face) of Ready Hand or 1 
**** by the Time with Sufficient Not Eye Starting 
Hand 1 Order but Flow of Self-draw. 

35. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-16, Usually Face) of 3 **** or 2 **** by 
the Time with Sufficient Not Eye Starting Hand 1 
Order but Flow of Self-draw. 

36. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-17, Sadness Face) of 4 **** by the Time 
with Sufficient Not Eye Starting Hand 1 Order but 
Flow of Self-draw. 

37. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-19, Sadness Face) of 5 or More ****s by 
the Time with Sufficient Not Eye Starting Hand 1 
Order but Flow of Self-draw. 

38. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-14, Sadness Face) of Ready Hand by the 
Time When Not Eye Starting Hand 1 Order but Flow 
of Self-draw is Ordinary. 

39. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-15, Usually Face) of 1 **** by the Time 
When Not Eye Starting Hand 1 Order but Flow of 
Self-draw is Ordinary. 



40. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-17, Sadness Face) of 2 **** - 4 **** by 
the Time When Not Eye Starting Hand 1 Order but 
Flow of Self-draw is Ordinary. 

41. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Not Eye Starting Hand 1 Order but Flow of Self-draw 
is Usually 5 or More ****s but (T-19, Sadness Face) 

42. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-l 5, Usually Face) of Ready Hand by the 
Time Not Eye Starting Hand 1 Order but whose Flow 
of Self-draw is not Not Much Good. 

43. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-17, Sadness Face) of 1 **** by the Time 
Not Eye Starting Hand 1 Order but whose Flow of 
Self-draw is not Not Much Good. 

44. Nobody Applies Reorganization, and it is not 
Getting Down from the CPU Character Itself, and is at 
the Time (T-l 8, Sadness Face) of 2 **** - 4 **** by 
the Time Not Eye Starting Hand 1 Order but whose 
Flow of Self-draw is not Not Much Good. 

45. When Nobody Applies Reorganization, and it is 
not Getting Down from the CPU Character Itself and 
Not Eye Starting Hand 1 Order but Flow of Self-draw 
is not So Good, it is at the Time (T-19, Sadness Face) 
of 5 or More ****s. 

Here, about the contents of conversation (message), 
although it constitutes so that conversation (message) 
may be set for every the situation and its CPU 
character, the case where the CPU character is Uchida 
about the example is explained to an example. 
[0065] first of all - a game -- as the example of an 
inner conversation (message) - 1-01 : — "-- here ... it is 
a match .. " 

1-02: "» late ... there is nothing .. " 

1-03: "... which it was here and which is ~ match" 

1-04: "- be fastidious ~ even throwing away ... 

wanting-to win" 

1-05: "Don't miss"... 

1- 01 : "- it passes ... this way" 

2- 01 : "... not being needed -- it .. " 

2-02: "- it is not related - a thing ... present me .. " 

2-03: "... it is already-" 

2-04: "** ... get down - " 

2-05: "- useless - it is ... " 

2-06: "- yet in which it does not lose ~ " 

2- 07: "... from [ here ] ... " 

3- 01 : "- the thing of one shot ... I'm sorry — " 
3-02: "... it can go -- " 

3-03: "- here ~ this ... it says — " 

3- 04: "wish ... as it is - " 

4- 01: "... since it is fearful and there is nothing .. " 
4-02: "- since it cuts ... it is **** .. " 

4-03: "-- kicked ... one shot .. " 

4-04: "... if it is only it - yet .. " 

4-05: "— having come ... me — the point .. " 

4-06: "wanting to also obtain ... and to return" 

4-07: "... what and an aim .. " 

4-08: "- if it is me ... I will carry out what - " 



4-09: "- a few ... only a few was visible - " 
4-10: "mah-jongg ... a way of life - the Homo 
sapiens's .. " 

4-11:"... mah-jongg is such a thing — " 

4-12: "mah-jongg ... the Homo sapiens who has struck 

...it projects " 

4- 13: "... mah-jongg is what by which it does not come 
ti 

5- 01 : "-- were [ this being a can and ] right ... if it 
finishes, it understands .. " 

5-02: "semantics ... it was - " 

5-03: "- this ... being [ it / the can which is not good 

]" 

5- 04: "... kept cause" of me 

6- 01 : "- this of me - it is the path to which it 

should go -- " 

6-02: "... this - some .. previous announcement" 
6-03: "-- it ... your own fate" 

6- 04: "... still ... a match does not throw away - " 

7- 01: "... continuing [ it ]-still" 

7-02: "... the kana along which it passes ... here - " 
7-03: "reach ... somehow or other ~ " 
7-04: "-- it throws away ... here - " 
7-05:"- this ...****♦*** useless" 

7- 06: "... passing and ... such a place ..." 

8- 01 : "- if it is this ... it arranges - " 

8-02: "... how many times it is not AGA **** among 

life spans the back ~ " 

8-03: "- AGA **** ... aiming - " 

8-04: "means ... It bounds and is ****." 

8-05: "-- good ... as having thought - becoming .. " 

8-06: "- by no means ... there was no ata so far .. " 

8-07: "- to the extent that it is wonderful ... what and 

an aim .. " 

8-08: "... which hit - reading - " 

8-09: "... if it is a reverse side .. " 

8-10: "- somehow ... or [ being high ] .. " 

8-11: "... a low eye and **" 

8-12: "... if- long ago - ata ****** .. " 

8-13: "- here ... the limitation of me — it is .. " 

8-14: "- was right ... this AGARI" 

8-15: "- this ... it cannot think now - " 

8- 16: "- I'm sorry ... unavoidable thing" 

9- 01: "-- kept ... that present - fall" 
9-02: "- but - it ... good AGARI" 

9-03: "... which cannot win -- reach was carried out — 

9- 04: "- a degree ... since it does not lose - " 

10- 01 : "- I'm sorry and it ... me - " 
10-02: "- it ... it is a strike - " 

10-03: "... which came - at last the last - " 

10-04: "One shot" ... 

10-05: "~ it waited ... long thing" 

10- 06: "- here ... AGARI measure" 

11- 01: "lie ...it is this-" 
11-02: "Unavoidable**" 
11-03: "lie ...it is this --" 

1 1- 04: "— being small ... I considered — " 

12- 01 : "-- it is sad ... such top victory" 
12-02: "...[AGA /that of**]" 

1 2-03: "HONTO ... was dangerous - " 

12-04: "-- me - obtaining ... there is nothing AGA ** 
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12- 05: "- being useless ... more - parents -- important 
carrying out - ******" 

13- 01: "-- being useless ... if this class does not have 
AGA ** .. " 

13-02: until it runs "risk ... having carried out what - 
me — 

13-03: "— or [ being useless ] ... carrying-out- 
unreasonable" 

13-04: "-- or [ being useless ] ... carrying-out- 
unreasonable" 
13-05: "Was reckless." 

13-06: "-- it does not help ... there are even things .. " 
13-07: it does not help ... there are even things " 

13-08: "-- I'm sorry to come to pass -- " 

13-09: "— not carrying out ... a distinguished citizen — 

13-10: "Convenience is too good".. 

13-11: "-- a this top -- there is nothing ... a negative 

beam temper .. " 

13-12: "-- I'm sorry ... it passes - making - " 

13-13: the same wind ... having divided and had -- 

by chance .. " 

13-14: "— this ... it is a draw — " 

13- 15: "-- the convenience there ... without it passes — 

14- 01: "-- since it risks ... this **** - " 

14-02: "~ immediately - parents ... since it is given ~ 

14-03: "— me — it is ... only striking .. " 

14- 04: "north ... since it is an I lover ~ " 

15- 01 : "this time ... satisfaction — carrying out - II - " 
15-02: "- a stroke [ like / today ] ... if it carries out - 
II - " 

15-03: "-- since it does not lose ... next time - " 
15-04: "-- since it does not lose ... next time - " 
15-05: being mortifying ... a breast is painful — " 
a degree — as the example of the conversation 
(message) of a tune - T-01 : ~ "-- advancing __*****» 
... early" 

T-02: "- it can do ... going - ******" 
T-03: "-- it can do ... without it cares -- " 
T-04: "- it can do ... absolutely - " 
T-05: "stage fright ... it is not visible — " 
T-06: "**** ... Useless" 

T-07: "also obtaining ... to a slight degree and it being 
a few" 

T-08: "It cannot progress".. 

T-09: "... not coming - why -- " 

T-10: "... in which it does not lose -- seeing - ** ~ " 

T-l 1 : "-- or [ being impossible ] ... it is not found — " 

T-12: "— what ... carrying out early — " 

T-l 3: "— me — since it wins ... memorizing - ** — " 

T-l 4: "... from here mah-jongg - " 

T-l 5: "-- it is visible ... your hand" 

T-l 6: "-- some ... it is exciting — " 

T-l 7: "- completely - therefore ... without it cares - 

M 

T-l 8: There is no "vanity... Your hand" 
T-l 9: "- this ... mah-jongg" 

T-20: yet - the first shot — if it can do ... without it 
escapes .. fighting — " 



T-21:"- here... AGA ******--" 

T-22: "- me... from AGA**-" 

T-23: me ... since it does not lose - " 

T-24: "... it is I ** ... since it has not given up - " 

T-25: "now - yet ... the first shot ~ " 

T-26: "-- now ... continuing - ******" 

T-27: "- it does not obtain ... continuing - ******" 

T-28: "Don't give up." 

T-29: "... it caught up - " 

T-30: "— waiting ... wanting-to concentrate" 

T-3 1 : "also obtaining ... silently and it being a few" 

T-32: "— me ... since there is no Oli ** -- " 

T-33: "— it can win .. there is nothing — " 

T-34: "transfer ... without it expects - " 

T-35: "- me ... since it does not transfer - " 

T-36: "— you ... being continued - " 

T-3 7: "— me ... it is not continued — " 

T-38: "- losing - ** .. there is nothing -- " 

Moreover, other control of the control section 20 

including CPU6 controlled by the game data recorded 

on the record medium 5 is explained below here. 

[0066] So that a control section 20 may be controlled 

by game data, may obtain presence and may predict a 

partner's contents of a hand synthetically Image data 

and voice data are obtained, the expression of a face 

according to the waging- war situation for every 

waging-war character, a motion of a face, a message, 

and a tile - so that it may become the variable item of 

length and ****** actuation such image data and 

voice data - image display - and/or, while carrying 

out a voice output the squeal of PON, tsi, a can, etc. — 

a tile — the time — the squeal - it does not lap with the 

display position of a tile — as - a squeal - the 

opposite side is made to carry out sequential 

migration, and the viewport of the face expression for 

every CPU character is made to display it on it as the 

display position of a tile 

[0067] Moreover, the icon display is expanded at the 
time of the need for a can etc., and it succeeds in 
control so that a command (for example, can) possible 
for a player may become bright and it may be visible 
clearly, so that a control section 20 may be controlled 
by game data, and a player may overlook it and it can 
be played exactly ! there is nothing and ]. 
[0068] Furthermore, a control section 20 displays 
gradually the danger from which it hits for every 
waging-war CPU character, and the discarded tile of a 
player turns into a tile so that it may be controlled by 
game data and it may consider it as the Guy Dunst 
function and an exact play. 
[0069] The above-mentioned configuration explains 
the actuation hereafter. 

[0070] First, an electric power switch (not shown) is 
turned on and a power source is supplied to mah-jongg 
game equipment 1 . At this time, CPU6 reads image 
data, voice data, game program data, etc. from a 
record medium 5 based on the operating system 
currently recorded on the record medium 5. Some or 
all of this read image data, voice data, and game 
program data will be held on RAM 8. Henceforth, 
CPU6 is controlled based on the game program data 
memorized on RAM8, and the contents which a game 



player directs through a controller 16 to advance a 
game. That is, CPU8 generates the command as a task 
for drawing or a voice output suitably based on the 
contents of directions (****, a discarded tile, reach a 
tile, PON, tsi, a can, Ron, etc.) directed from a game 
player through a controller 16. A digital signal 
processor 1 1 is based on the above-mentioned 
command, and performs generation of voice data, such 
as count of the location of the character on a two- 
dimensional flat surface etc., and light source count, 
and processing processing. 

[0071] Then, the image drawing processing processor 
1 2 performs write-in processing of the image data 
which should draw on RAM 8 etc. based on the above- 
mentioned count result. The image data written in 
RAM8 is supplied to D/A converter 17 through an 
interface circuitry 13, after it is changed into an analog 
video signal here, it is supplied to a television monitor 
2, and it is displayed as an image on the screen. On the 
other hand, the voice data outputted from the digital 
signal processor 1 1 is supplied to D/A converter 1 8 
through an interface circuitry 14, and after being 
changed into an analog sound signal, it will be 
outputted as voice from a loudspeaker 4 through the 
PURIME in amplifier 3 here, by these, the hand of a 
player and the contents of a discarded tile, the contents 
of a discarded tile of the waging-war character, and 
the expression of a face display on an orientation 
everywhere — having — these players and the waging- 
war character — order — tiles, such as **** and a 
discarded tile, - a mah-jongg game will advance by 
repeating length and ****** actuation. Drawing 7 is a 
flow chart which shows change item control routines, 
such as face expression change according to the 
waging-war situation for every CPU character by the 
mah-jongg game equipment of this invention. 
[0072] a control section 20 is first controlled by the 
step ST 1 with game data to be shown in drawing 7 - 
having - a game - the initial set of a feeling value is 
performed for every CPU character before an 
initiation starting hand, next, a control section 20 is 
controlled by the step ST 2 with game data - having - 
a game — a feeling value is set for every CPU 
character inside by the conditions according to the 
mah-jongg waging-war situation. Furthermore, 
priority is given to any [ the feeling value which the 
control section 20 was controlled with game data, and 
was set for every CPU character, the conditions 
according to the mah-jongg waging-war situation, or ] 
they are at a step ST 3, variable items, such as 
expression of the face for every CPU character, are 
set, and it controls to make this output to a television 
monitor 2 as a game image. That is, although variable 
items, such as face expression for every CPU 
character based on a feeling value, are usually 
considered as the set, usually Ask the CPU character 
of arbitration for conversation at the time of the self- 
draw of a player, or When it results in priority special 
conditions, such as seeing a starting hand and 
becoming a laughter face for a moment, or when it 
results in the waging-war situation set up, priority is 
given over the above-mentioned usual set, and 



variable items, such as face expression for every CPU 
character and a message, are set. Then, the above- 
mentioned steps ST1-ST3 are repeated, and when it 
ends, this mah-jongg game is ended, until it judges 
whether it is halfround game termination and ends at a 
step ST 4. a motion of the face [ variable item / in this 
case ] according to the waging-war situation for every 
waging-war CPU character besides the face expression 
for every CPU character, a message, and a tile - 
length and ****** actuation - there is voice etc. 
further. 

[0073] For example, as an example of the display 
screen of the face expression for every CPU character, 
there are usually four kinds, a face, a laughter face, a 
sadness face, and a resentment face, like Uchida (front 
woman) of drawing 3 - drawing 6 . Moreover, as an 
example of the display screen of the conversation 
(message) for every CPU character The message 
indicator screen of the CPU character at the time of 
PON is shown in drawing 2 . The message indicator 
screen in the ordinary starting hand at the time of 
initiation which is not often or bad is shown, drawing 
8 — a game — drawing 9 — risk — the message 
indicator screen of the CPU character when cutting a 
tile is shown, the message indicator screen of the CPU 
character at the time of ISHANTEN is shown in 
drawing 10 R> 0, and the message indicator screen of 
the CPU character at the time of reach is shown in 
drawing 1 1 . 

[0074] Drawing 12 is a control-routine flow chart 
which shows the initial set actuation of a feeling value 
of the step ST 1 of drawing 2 . 
[0075] As shown in drawing 12 , by making the 
example of the CPU character into Uchida (woman), 
first, a control section 20 is controlled by the step ST 
1 1 with game data, and the initial set (128 points) of 
the basic feeling value classified by CPU character is 
performed. Next, a control section 20 is controlled by 
the step ST 1 2 with game data, current has and a 
feeling value set with a point is performed. For 
example, at the time of 30000 start ******, it becomes 
+one feeling value by 30400 points, and becomes -one 
feeling value by 29600 points. Furthermore, at a step 
ST 13, a control section 20 is controlled with game 
data, and performs the feeling value set by the 
situation in a front station. For example, if win is 
carried out and the win beyond of limit hand is further 
carried out by +three points, they are +three points etc. 
the above - a game - the initial set actuation of a 
feeling value before an initiation starting hand is 
completed. 

[0076] Drawing 1 3 is the face expression for every 
CPU character at the time of asking the CPU character 
of the arbitration in the step ST 3 of drawing 7 for 
conversation (message), conversation (message), and 
an audio control-routine flow chart. 
[0077] a control section 20 is first controlled by the 
step ST 21 with game data to be shown in drawing 1 3 

having — a game — change item sets, such as face 
expression for every CPU character, conversation 
(message), and voice, are performed according to the 
waging-war situation inside, next, a control section 20 



is controlled by the step ST 22 with game data - 
having ~ a game - it judges whether the CPU 
character of arbitration was asked for conversation 
(message) at the time of the own turn of a player 
inside. When it is judged that it asked for conversation 
(message) at a step ST 22, a control section 20 is 
controlled by the step ST 23 with game data, and 
change items, such as face expression for every CPU 
character and a message, are set according to the 
waging-war situation in this time. Moreover, when it 
is judged that it is not asking for conversation 
(message) at a step ST 22, after termination of a step 
ST 23, a control section 20 is controlled by the step ST 
24 with game data, it judges whether it is halfround 
game termination, and the above-mentioned steps 
ST1-ST3 are repeated, and when it ends, this mah- 
jongg game is ended, until it ends, everything but the 
expression of the face [ variable item / this ] according 
to the waging-war situation for every waging-war 
character, a motion of a face, a message, and voice - a 
tile - there are length, ****** actuation, etc. 
[0078] Therefore, CPU6 makes the condition data read 
from the record medium 5, image data, voice data, and 
game program data hold to RAM 8, and is every 
waging-war character. Image data and/or voice data, 
such as length and ****** actuation, are chosen, every 
[ and / by the waging-war situation for every waging- 
war character which changes every moment ] 
condition data — the expression of a face, a motion of 
a face, a message, and a tile — In order to control to 
make it output to a television monitor 2 or a 
loudspeaker 4 as a game image or a voice output, 
While being able to enjoy the mah-jongg game which 
the humanity of the waging-war character peculiar to a 
mah-jongg game, and a peculiarity and psychology are 
judged through expression, a message which is not 
what ** of a face, and has presence more The pleasure 
of the original mah-jongg of playing reading them, 
predicting synthetically the contents of a hand of the 
waging-war character and its completeness, and taking 
a discarded tile into consideration can be acquired. 
[0079] Moreover, since image display of the 
expression of the face in the time of responding to the 
feeling value sum total according to a waging-war 
situation for every waging-war character is carried out, 
the expression for every waging-war character 
according to the flow of a mah-jongg waging-war 
situation is displayed, and the pleasure of the original 
mah-jongg of playing decision of a mah-jongg 
waging-war situation being attained according to the 
expression, and taking into consideration the mah- 
jongg waging-war situation for every waging-war 
character while a player obtains presence can be 
acquired. 

[0080] furthermore, an expression of a face give 
priority over selection of the face expression by this 
feeling value sum total, and corresponding to the 
special situation — the - since it sometimes comes out 
and displays, the feeling for every occasional waging- 
war character of that appears, and presence can be 
obtained more. 

[0081] furthermore, the expression of the variable item 



corresponding to the high conditions of priority among 
the monograph affairs of the waging-war situation for 
every waging-war character, i.e., a face, a motion of a 
face, a message, and a tile, an image and/or in order to 
carry out a voice output so that it may become length 
and ****** actuation a mah-jongg waging-war 
situation being sometimes alike, and the situation for 
every waging-war character which responded 
appearing, and, while a player obtains presence more 
According to the situation for every waging-war 
character of the, decision of a mah-jongg waging-war 
situation is attained, and much more pleasure of the 
original mah-jongg of playing taking into 
consideration the mah-jongg waging-war situation for 
every waging-war character can be acquired. 
[0082] Furthermore, since a message is outputted so 
that it may correspond to the face expression for every 
waging-war character displayed, it becomes the face 
expression and the message according to a mah-jongg 
waging-war situation, humanity, character, etc. of the 
waging-war character appear more, and presence can 
be obtained more. 

[0083] Furthermore, since the waging-war character is 
specified and the message is indicated by the output at 
the time of the self-draw of a player, the hint of 
waging-war circumstantial judgment is obtained to the 
waging-war character to worry, and much more 
pleasure of the original mah-jongg of playing taking 
the hint into consideration can be acquired. 
[0084] furthermore, the monograph affair by the 
waging-war situation, the expression of a face, a 
motion of a face, and a tile — if each data, such as a 
message and voice, is subdivided in length and a 
****** actuation pan so that it may become more real, 
while being able to obtain the image which is more 
rich in presence, decision of the mah-jongg waging- 
war situation according to the image is attained, and 
the pleasure of the original mah-jongg of playing 
taking into consideration the mah-jongg waging-war 
situation for every waging-war character can acquire. 
[0085] next, the squeal of PON, tsi, a can, etc. ~ a tile 

- the control which carries out sequential migration of 
the viewport of the face expression at the time is 
explained. 

[0086] drawing 14 - the squeal of PON, tsi, a can, etc. 

- a tile — it is the control-routine flow chart which 
shows viewport migration actuation of the face 
expression at the time. 

[0087] a control section 20 is first controlled by the 
step ST 3 1 with game data to be shown in drawing 14 

- having - a game - inside and a squeal - it judges 
whether there is any tile, next, the step ST 3 1 — a 
squeal - when there is a tile, a control section 20 is 
controlled by the step ST 32 with game data - having 

- a squeal - the viewport of the face expression of the 
CPU character with a tile ~ a squeal - a tile does not 
hide — as — a squeal — a tile — with viewport, it 
controls to the opposite side to set the display-position 
flag to +1 . Moreover, when it cries at a step ST 3 1 and 
there is no tile, a step ST 3 1 cries and the existence 
judging of a tile is repeated, furthermore, a control 
section 20 is controlled by the step ST 33 with game 



data - having — the new display-position data of the 
viewport of the face expression of the CPU character - 

- income — carrying out -- a squeal - a tile « viewport 

- the opposite side - it can shift - a squeal face 
expression is displayed that a tile does not hide. For 
example, when the right-hand side CPU character 
cries by PON and has not carried out the tile yet in 
drawing 1 5 , the viewport of face expression is the 
example of image display which shows an initial valve 
position. In drawing 16 , the right-hand side CPU 
character is the example of image display the viewport 
of face expression indicates the condition of having 
moved downward to be at PON, when [ 1 st ] it cries 
and a tile is carried out. In drawing 17 , the right-hand 
side CPU character is the example of image display 
which shows the condition that the viewport of face 
expression moved downward further when [ 2nd ] it 
cried and a tile was carried out, by the further PON. 
[0088] therefore, the squeal of PON, tsi, a can, etc. ~ a 
tile - the time — the squeal ~ it does not lap with the 
display position of a tile — as — a squeal — since the 
opposite side is made to carry out sequential migration 
and the viewport of the face expression for every CPU 
character was displayed on it as the display position of 
a tile — a squeal — the display of a tile and the display 
of the face expression for every CPU character 
become clear, and a required waging-war situation 
will be acquired easily. 

[0089] next, the squeal of these PON, tsi, a can, etc. 

a tile and reach — when a tile etc. can be performed, 

the case where the icon corresponding to them carries 

out an enlarged display is explained. 

[0090] Drawing 18 and drawing 19 are control-routine 

flow charts which show actuation of icon expansion 

mode. 

[0091] Zoom mode or normal mode is judged inside, 
and if it is in zoom mode at a step ST 41 , it is a step 
ST 42. a control section 20 is first controlled by the 
step ST 41 with game data to be shown in drawing 18 

- having — a game — If a control section 20 is 
controlled by game data, it judges whether the upper 
key of a controller 16 is pressed and the upper key is 
pressed, it is a step ST 43, and a control section 20 
will be controlled by game data, and an icon display 
will disappear. 

[0092] Moreover, at a step ST 41 [ whether it is not 
zoom mode but normal mode, and ] Or if the upper 
key of a controller 16 is not pressed at a step ST 42 
When it is judged that the control section 20 was 
controlled by game data, shifted to existence decision 
of the turn (turn) of the player of a step ST 44, and had 
the turn of a player at a step ST 44, it is a step ST 45. 
A control section 20 is controlled by game data, and a 
player judges [ a can or ] whether TSUMO win can be 
carried out. It judges whether at a step ST 45, a player 
is controlled by game data, a can or when it is judged 
that TSUMO win cannot be carried out, and a player 
can carry out reach of the control section 20. When it 
is judged that the reach of the player cannot be carried 
out at a step ST 46, it judges whether the control 
section 20 was controlled by the step ST 47 with game 
data, and the controller 1 6 entered downward. 



[0093] Here, if the controller 16 is not downward 
contained at a step ST 47, it changed into the 
following condition 1 of (Table 4), and it is a small 
icon display at the time of Normal, and the icon 
display has disappeared at the time of a zoom. 
Moreover, at a step ST 45, a player will be in the 
following condition 2 of (Table 4), a can or when it is 
judged that TSUMO win can be carried out, an icon 
display is expanded [ the controller 16 is downward 
contained at a step ST 47, or ] at both the times of 
Normal and a zoom, and a possible command (for 
example, can) becomes bright for a player. 
Furthermore, when it is judged that the reach of the 
player can be carried out at a step ST 46, it will be in 
the following condition 3 of (Table 4), and a possible 
command (for example, reach) will both become 
bright for a player by small icon display at the time of 
Normal and a zoom. 

[0094] Furthermore, when it is judged at a step ST 44 
that there was no turn of a player, it judges whether a 
control section 20 is controlled by the step ST 48 of 
drawing 19 with game data, and PON, a can, tsi, and 
Ron can do it for a player. When it is judged that 
PON, a can, tsi, and Ron can do it at a step ST 48, it 
will be judged whether a control section 20 is 
controlled by the step ST 49 of drawing 19 with game 
data, and the upward key of a controller 16 is pressed. 
[0095] Here, when it is judged that PON, a can, tsi, 
and Ron cannot do it for a player at a step ST 48, it 
changed into the following condition 1 of (Table 4), 
and it is a small icon display at the time of Normal, 
and the icon display has disappeared at the time of a 
zoom. Moreover, when it is judged that the upward 
key of a controller 16 is pressed at a step ST 49, it 
changed into the following condition 4 of (Table 4), 
and the command possible for a player became bright 
by the small icon display at the time of Normal, and 
the icon display has disappeared at the time of a zoom. 
Furthermore, when it is judged that the upward key of 
a controller 16 is not pressed at a step ST 49, it will be 
in the following condition 2 of (Table 4), and an icon 
display is expanded at both the times of Normal and a 
zoom, and a possible command (for example, can) 
becomes bright for a player. 
[0096] 
[Table 4] 



[0097] For example, drawing 20 is an example of the 
display screen which shows the case where it is in the 
conditions 1 and 4 that the icon display has 
disappeared at the time of a zoom. Moreover, in 
drawing 21 , it is an example of the display screen in 
the case of the condition 2 which shows that PON, a 
can, and tsi are possible for a player by the icon 
display to which it was expanded, and drawing 22 is 
an example of the display screen in the case of the 
condition 2 which shows that Ron is possible for a 
player by the icon display to which it was expanded. 
Furthermore, drawing 23 R> 3 is an example of the 
display screen which shows the case where it is in the 
condition 3 that a small icon indication is given also at 
the time of a zoom. Furthermore, drawing 24 is an 
example of the display screen which shows the 
conditions 1, 3, and 4 that a small icon indication is 
given at the time of Normal. 
[0098] Therefore, since it succeeds in control so that 
an icon display may be expanded in the above- 
mentioned condition 2 at both the times of the time of 
Normal, and a zoom, a command (for example, can) 
possible for a player may become bright and it may be 
visible clearly, the oversight of a player can also be 
lost, and it can play exactly, and a mah-jongg game 
can be enjoyed further. 

[0099] In addition, in an icon display, the display of 
those other than Ron, a can, PON, and tsi, i.e., 
"option", can listen to music, such as BGM. Moreover, 
the display on the right of "option" is rearranged, it is 
a function, and can use and wait for this rearrangement 
function at the times, such as the Seiichi color, and can 
also examine a tile. Furthermore, the display of the 
right is a display of a point stick, and can know the 
occasional mark easily. 

[0100] Next, it throws away and the danger display of 
a tile is explained. Color display changes as are shown 
in the display screen of drawing 26 , and color display 
is carried out to the bottom in the face expression 
display screen region for every CPU character in five 
steps of the danger displays 101-105 and danger 
becomes high. It is got blocked, for example, 101 is 
purple sequentially from the one where danger is 
lower, 102 is green, and in orange, for 103, 104 is [ 
105 ] red in yellow, and while a bar line graph 
becomes long from the left to right-hand side as 
danger becomes high, different color display increases 
one by one. Moreover, he is trying to display on it 
somewhat gloomily, covering the shade over the 
discarded tile which the CPU character ******(ed). In 
drawing 26 , the slash is put in and distinguished to the 
discarded tile. 

[0101] Drawing 27 and drawing 28 are control-routine 
flow charts in this invention which throw away and 
show the danger display action of a tile. When the 
language used for below is defined here, target is the 
CPU character of the object which throws away and is 
investigating the danger of a tile, and other is the CPU 
character of other houses other than the object which 
throws away and is investigating the danger of a tile, 
and it is danger display processing which indicates to 



be MAIN to a main routine and is indicated to be SUB 
to drawing 27 and drawing 28 . 
[0102] As shown in drawing 27 , when it throws away 
into the main routine of this invention and the danger 
display mode of a tile is performed first, initialization 
of a work piece is performed at a step ST 5 1 , a control 
section 20 is controlled with game data at a step ST 
52, and if the number of investigated target is smaller 
than four persons, when it will shift to the following 
step ST 53 and the number of investigated target will 
become the 4th person, it returns to the main routine 
of this invention. Furthermore, at a step ST 53, a 
waging-war partner's number is carried out +one in 
order to question the next waging-war partner at a step 
ST 54, if target which target which a control section 
20 is controlled with game data, and is investigated 
judges whether it is a waging-war partner's number, 
and is investigated is not a waging-war partner's 
number, and it returns to processing of a step ST 52. 
Moreover, a control section 20 is controlled by the 
step ST 53 with game data, and if target to investigate 
is a waging-war partner's number (they are [ bottom / 
No. 1 and / No. 2 and ] No. 3 about a top in a front), 
danger detection processing after a step ST 55 will be 
performed. 

[0103] next, a control section 20 is controlled by the 
step ST 55 with game data - having - the inside of 
danger detection processing - the inside of a partner's 
discarded tile - the actual thing - the actual thing 
which detects whether there is any tile - a tile - 
processing is performed. Furthermore, a control 
section 20 is controlled by the step ST 56 with game 
data, and processing of**** is performed. 
Furthermore, a control section 20 is controlled by the 
step ST 57 with game data, and processing of the most 
eminent person of the country is performed. 
Furthermore, a control section 20 is controlled by the 
step ST 58 with game data, and three-fundamental- 
tiles-related processing is performed. Furthermore, a 
control section 20 is controlled by the step ST 59 with 
game data, and wind tile-related processing is 
performed. Furthermore, a control section 20 is 
controlled by the step ST 60 with game data, and 
processing of a wall is performed. Furthermore, a 
control section 20 is controlled by the step ST 61 with 
game data, and processing (for example, processing 
which the tile with numbers of 5 makes dangerous [ 
tiles with numbers, such as 3 and 6, ] at the time of a 
discarded tile) of **** is performed. Furthermore, as 
shown in drawing 28 , a control section 20 is 
controlled by the step ST 62 with game data, and 
processing of DORA is performed. Furthermore, a 
control section 20 is controlled by the step ST 63 with 
game data, and processing of the Isshiki system is 
performed. Furthermore, a control section 20 is 
controlled by the step ST 64 with game data, and 
processing of a CHANTA system is performed. 
Furthermore, a control section 20 is controlled by the 
step ST 65 with game data, and processing of a 3 color 
system is performed. Furthermore, a control section 20 
is controlled by the step ST 66 with game data, and 
processing (for example, processing which the tile 



with numbers of 5 makes dangerous [ tiles with 
numbers, such as 3, 6, or 1 , 4, ] at the time of a 
discarded tile) of a back muscle is performed. 
Furthermore, a control section 20 is controlled by the 
step ST 67 with game data, and processing (for 
example, processing which the tile with numbers of 1 
and 8 makes dangerous [ tiles with numbers, such as 4 
and 7, ] at the time of a discarded tile) of a score is 
performed. Furthermore, a control section 20 is 
controlled by the step ST 68 with game data, and 
processing between between 4 (for example, 
processing which the tile with numbers of 1 and 6 
makes dangerous [ tiles with numbers, such as 2 of a 
hand and 5, ] at the time of a discarded tile) is 
performed. Furthermore, a control section 20 is 
controlled by the step ST 69 with game data, and 
processing of an easy- way-out flag is performed. 
Furthermore, a control section 20 is controlled by the 
step ST 70 with game data, and processing adding all 
the danger points of each item is performed. 
Furthermore, processing which divides into five steps 
the danger point which the control section 20 was 
controlled by the step ST 7 1 with game data, and was 
added at a step ST 70 is performed. 
[0104] the actual thing [ in / in drawing 29 / the step 
ST 55 of drawing 27 ] - a tile - it is the control- 
routine flow chart which shows actuation of 
processing. 

[0105] the discarded tile of target which a control 
section 20 is controlled by the step ST 551 with game 
data, and is investigated as shown in drawing 29 - the 
actual thing - a ******** [ that there is a tile ] - 
judging the actual thing - if there is a tile — a step 
ST 552 - an insurance flag - turning on - the actual 
thing - if there is no tile, it will shift to a step ST 553. 
if a control section 20 is controlled with game data, it 
judges whether target currently investigated is 
carrying out reach at this step ST 553 and reach is 
carried out - a step ST 554 - the discarded tile after 
the reach of waging-war persons other than target - 
the actual thing - if it judges whether there is any tile 
and reach has not been carried out — a step ST 555 - 
the discarded tile of the last of waging-war persons 
other than target ~ the actual thing — it judges whether 
there is any tile. 

[0106] furthermore, a control section 20 is controlled 
by the step ST 554 with game data - having - the 
discarded tile after the reach of waging-war persons 
other than arget - the actual thing - if there is a tile — 
a step ST 556 - an insurance flag -- turning on - 
moreover, the insurance flag processing back of this 
step ST 556 or step ST 554 - the actual thing - if 
there is no tile, it will shift to processing of **** of 
the step ST 56 which is the next danger display 
processing. 

[0107] moreover, a control section 20 is controlled by 
the step ST 555 with game data — having - the 
discarded tile of the last of waging-war persons other 
than arget - the actual thing - if there is a tile — a step 
ST 557 - an insurance flag - turning on - moreover, 
the insurance flag processing back of this step ST 557 
or step ST 555 - the actual thing - if there is no tile, it 



will shift to processing of**** of the step ST 56 
which is the next danger display processing. 
[0108] Drawing 30 is a control-routine flow chart 
which shows actuation of the **** processing in 
processing of **** of the step ST 56 of drawing 27 . 
[0109] As shown in drawing 30 , a control section 20 
is controlled by the step ST 561 with game data, and it 
judges whether it is **** of the discarded tile of target 
at a step ST 561, and if it is **** of a discarded tile, it 
will shift to a step ST 562, and if it is not **** of a 
discarded tile, the danger point will be added to a hand 
at a step ST 563, and it shifts to the following step ST 
562. 

[0110] Furthermore, if reach of whether a control 
section 20 is controlled by the step ST 562 with game 
data, and target is carrying out reach is judged and 
carried out and reach of whether it is **** of the 
discarded tile of other has not been judged and carried 
out at a step ST 564, it judges whether it is **** of the 
discarded tile of the last of other at a step ST 565. 
[0111] Furthermore, a control section 20 is controlled 
by the step ST 564 with game data, and if it is not 
**** of the discarded tile of other, if it is **** of the 
discarded tile of other, it will shift to processing of the 
concealed triplet muscle in processing of the next 
**** in the step ST 564 after adding the danger point 
to a hand at a step ST 566. 

[0112] Moreover, a control section 20 is controlled by 
the step ST 565 with game data, and if it is not **** of 
the discarded tile of the last of other, if it is **** of 
the discarded tile of the last of other, it will shift to 
processing of the concealed triplet muscle in 
processing of the next **** in the step ST 565 after 
adding the danger point to a hand at a step ST 567. 
[0113] Drawing 3 1 is a control-routine flow chart 
which shows actuation of the concealed triplet muscle 
processing in processing of **** of the step ST 56 of 
drawing 27 . 

[01 14] If a control section 20 is controlled by the step 
ST 568 with game data, it judges whether a concealed 
triplet is in the hand of a player and there is a 
concealed triplet as shown in drawing 3 1 , it will be a 
step ST 569, and the danger point is added to **** of 
the concealed triplet, there is no concealed triplet at a 
step ST 568, or danger point addition processing of a 
step ST 569 is carried out. 
[0115] Drawing 32 is a control-routine flow chart 
which shows actuation of processing of the most 
eminent person of the country in the step ST 57 of 
drawing 27 . 

[01 16] As shown in drawing 32 , a control section 20 
is controlled by the step ST 571 with game data, and 
the tile with numbers from two to eight of the 
discarded tile of target is checked. Furthermore, a 
control section 20 is controlled by the step ST 572 
with game data, target cries, and a tile is checked. 
Then, a control section 20 is controlled by the step ST 
573 with game data, and it judges whether the hand of 
a player is public 9 tile, and if it is public 9 tile, the 
danger point will be added to the hand of a step ST 
574. Moreover, if the hand of target is not public 9 tile 
at a step ST 573, jump processing of the danger point 



addition processing of a step ST 574 will be carried 
out. 

[0117] Drawing 33 is a control-routine flow chart 
which shows actuation of processing of the three- 
fundamental-tiles relation in the step ST 58 of drawing 

27. 

[0118] As shown in drawing 33 , a control section 20 
is controlled by the step ST 581 with game data, the 
three fundamental tiles of target cry, and a tile is 
checked. Furthermore, a control section 20 is 
controlled by the step ST 582 with game data, and it 
judges whether there is possibility of a package, and if 
there is possibility of a package, the hand of a player 
will judge whether they are three fundamental tiles at 
a step ST 583. If the hands of a player are three 
fundamental tiles at a step ST 583, a control section 20 
will be controlled by game data, and will add the 
danger point to a hand at a step ST 584. Moreover, if 
the hands of a player are not three fundamental tiles at 
a step ST 583, jump processing of the danger point 
addition processing of a step ST 584 will be carried 
out. 

[0119] Drawing 34 is a control-routine flow chart 
which shows actuation of processing of the wind tile 
relation in the step ST 59 of drawing 27 . 
[0120] As shown in drawing 34 , a control section 20 
is controlled by the step ST 591 with game data, the 
wind tile of target cries, and a tile is checked. 
Furthermore, a control section 20 is controlled by the 
step ST 592 with game data, and it judges whether 
there is possibility of a package, and if there is 
possibility of a package, the hand of a player will 
judge whether it is a wind tile at a step ST 593. If the 
hand of a player is a wind tile at a step ST 593, a 
control section 20 will be controlled by game data, and 
will add the danger point to a hand at a step ST 594. 
Moreover, if the hand of a player is not a wind tile at a 
step ST 593, jump processing of the danger point 
addition processing of a step ST 594 will be carried 
out. 

[0121] Drawing 35 is a control-routine flow chart 
which shows actuation of processing of the wall in the 
step ST 60 of drawing 27 . 

[0122] As shown in drawing 35 , a control section 20 
is controlled by the step ST 601 with game data, and 
all the tiles that have appeared in ** are checked. 
Then, it judges whether the control section 20 was 
controlled by the step ST 602 with game data, and it 
judged whether the four same tiles would already have 
appeared in **, when it was a four-sheet wall, the time 
of a four-sheet wall was processed at a step ST 603, 
and if it is not a four-sheet wall at a step ST 602, the 
three same tiles have already appeared in ** at a step 
ST 604. Furthermore, a control section 20 is controlled 
by the step ST 604 with game data, if it is a three- 
sheet wall, the time of a three-sheet wall will be 
processed at a step ST 605, and if it is not a three- 
sheet wall at a step ST 604, the time of there being no 
wall will be processed at a step ST 606. 
[0123] Drawing 36 is a control-routine flow chart 
which shows actuation of processing of**** in the 
step ST 61 of drawing 27. 



[0124] If a control section 20 is controlled by the step 
ST 61 1 with game data, it judges whether there is any 
******** about the discarded tile of target and there 
is ******** about the discarded tile of target as 
shown in drawing 36 , the danger point will be added 
to the hand of target at a step ST 6 1 2. Moreover, at a 
step ST 61 1 , if there is no ******** about the 
discarded tile of target, danger point addition 
processing of a step ST 612 will be jumped. 
[0125] Drawing 37 is a control-routine flow chart 
which shows actuation of processing of DORA in the 
step ST 62 of drawing 27 . 

[01 26] a control section 20 is controlled by the step ST 
621 with game data to be shown in drawing 37 - 
having - the discarded tile of target - DORA — it is 
confirmed whether there is any tile, furthermore, a 
control section 20 is controlled by the step ST 622 
with game data ~ having - the inside of the hand of a 
player - DORA -- a ******** [ that there is a tile ] - 
judging - the inside of a hand -- DORA -- if there is a 
tile, processing which adds the danger point to the 
hand at a step ST 623 will be carried out. this danger 
point addition processing back or a step ST 622 — the 
inside of a hand — DORA — when it is judged that 
there is no tile, a control section 20 is controlled by the 
step ST 624 with game data ~ having — the inside of a 
hand - DORA - it judges whether there is any **** 
of a tile, furthermore, the step ST 624 - the inside of a 
hand - DORA - when it is judged that there is **** 
of a tile, addition processing of the danger point is 
carried out to the hand at a step ST 625. moreover, the 
step ST 624 - the inside of a hand - DORA - when it 
is judged that there is no **** of a tile, danger point 
addition processing of a step ST 625 is jumped. 
[0127] Drawing 38 is a control-routine flow chart 
which shows actuation of processing of the Isshiki 
system in steps ST63-ST65 of drawing 27 , processing 
of a CHANTA system, and processing of a 3 color 
system. 

[0128] As shown in drawing 37 , a control section 20 
is controlled by the step ST 632 by step ST631 pan 
with game data, it cries to the discarded tile pan of 
target, and a tile is checked. Furthermore, a control 
section 20 is controlled by the step ST 633 with game 
data, and the self-draw end is checked in the discarded 
tile of target. Furthermore, a control section 20 is 
controlled by the step ST 634 with game data, and 
addition processing of the danger point is carried out 
to the hand. 

[0129] Drawing 39 is a control-routine flow chart 
which shows actuation of processing of the back 
muscle in the step ST 66 of drawing 27 . 
[0130] If a control section 20 is controlled by the step 
ST 661 with game data, it judges whether there is any 
back muscle of the discarded tile of target and there is 
a back muscle of the discarded tile of target as shown 
in drawing 39 , addition processing of the danger point 
will be carried out to the hand at a step ST 662. 
Moreover, at a step ST 661, if there is no back muscle 
of the discarded tile of target, danger point addition 
processing of a step ST 662 will be jumped. 
[0131] Drawing 40 is a control-routine flow chart 



which shows actuation of processing of the score in 
the step ST 67 of drawing 27 . 
[0132] If a control section 20 is controlled by the step 
ST 671 with game data, it judges whether there is any 
score of the discarded tile of target and there is a score 
of the discarded tile of target as shown in drawing 40 , 
addition processing of the danger point will be carried 
out to the hand at a step ST 672. Moreover, at a step 
ST 671 , if there is no score of the discarded tile of 
target, danger point addition processing of a step ST 
672 will be jumped. 

[0133] Drawing 41 is a control-routine flow chart 
which shows actuation of processing between four, 
while being able to set to the step ST 68 of drawing 27 

[0134] If a control section 20 is controlled by the step 
ST 68 1 with game data, it judges whether there is 
between four between the discarded tiles of target and 
there is between four between the discarded tiles of 
target as shown in drawing 41 , addition processing of 
the danger point will be carried out to the hand at a 
step ST 682. Moreover, at a step ST 681, if there is 
between [ no ] four between the discarded tiles of 
target, danger point addition processing of a step ST 
682 will be jumped. 

[0135] Drawing 42 is a control-routine flow chart 
which shows actuation of processing of the easy-way- 
out flag in the step ST 69 of drawing 27 . 
[0136] As shown in drawing 42 , first, a control 
section 20 is controlled by the step ST 691 with game 
data, and it is referred to as 1= 0. Next, a control 
section 20 is controlled by the step ST 692 with game 
data, an easy-way-out flag judges whether it is ON 
from the left of the hand of target to the 1st tile, and by 
the step ST 692, to the left of the hand of target to the 
1st tile, if an easy-way-out flag is ON, the danger 
point will be initialized at a step ST 693. At a step ST 
692, to the 1st tile, if an easy-way-out flag is not ON, 
initialization processing of the danger point of a step 
ST 693 will be jumped from the left of the hand of 
target, or a control section 20 is controlled by the step 
ST 694 with game data after initialization processing 
of the danger point of a step ST 693, and it judges 
whether it is I>=14 (all of the hand of 14 sheets are 
checked). The easy- way-out flag +1 is added [ I ], and 
each processing of steps ST692-ST694 is repeated 
until it is set to I>=14 at a step ST 694. of a step 
ST 695 is "1=1+1." 

[0137] Therefore, about possibility that will hit for 
every waging-war CPU character, and the discarded 
tile of a player will turn into a tile, since the danger is 
displayed for every waging-war CPU character as two 
or more five steps, with the guidance function to a 
player, it can hit, an oversight of a tile can also be lost, 
it can play exactly, and a mah-jongg game can be 
enjoyed further. 
[0138] 

[Effect of the Invention] every waging-war situation 
for every waging-war character which is every 
waging-war character and changes every moment 
according to this invention as mentioned above - the 
expression of a face, a motion of a face, a message, 



and a tile - length and ****** actuation, in order to 
carry out a voice output, an image output and While 
being able to judge the humanity of the waging-war 
character, and a peculiarity and psychology through 
expression, a message which is not what ** of a face 
and being able to enjoy the mah-jongg game which 
has presence more The pleasure of the original mah- 
jongg of playing predicting synthetically the contents 
of a hand of the waging-war character and its 
completeness based on them, and taking a discarded 
tile into consideration can be acquired. 
[0139] Moreover, in order to carry out image display 
of the expression of the face in the time for every 
waging-war character with the feeling value sum total 
according to the waging-war situation, the expression 
for every waging-war character according to the flow 
of a mah-jongg waging-war situation being displayed, 
and priority being given over selection of the face 
expression by this feeling value sum total, and the 
expression of a face according to a special situation, in 
order [ that ] to sometimes come out and to display 
The feeling for every occasional waging-war character 
of the also appears, and a player can obtain presence 
more. 

[0140] furthermore, the expression of the variable item 
corresponding to the high conditions of priority among 
the monograph affairs of the waging-war situation for 
every waging-war character, i.e., a face, a motion of a 
face, a message, and a tile - it becomes length and 
****** actuation — as - an image — and/or, if it is 
made to carry out a voice output a mah-jongg waging- 
war situation is sometimes alike, the situation for 
every waging-war character which responded appears 
exactly, and a player can acquire much more pleasure 
of the original mah-jongg of playing taking into 
consideration the mah-jongg waging-war situation 
according to the situation for every waging-war 
character of the while being able to obtain presence 
more. 

[0141] Furthermore, since the waging-war character is 
specified and the message is indicated by the output at 
the time of the self-draw of a player, the hint of 
waging-war circumstantial judgment can be obtained 
to the waging-war character to worry, and much more 
pleasure of the original mah-jongg of playing taking 
the hint into consideration can be acquired. 
[0142] furthermore, expression - for example, a 
laughter face - usually - a face, a sadness face, and a 
resentment face - a waging-war situation - for 
example, the contents of a hand at the time of a 
starting hand and the tile at the time of a self-draw — 
the tile at the time of contents and a discarded tile — 
contents, reorganization, and win - from the contents 
the direction into which the motion of a face threw 
away the tile, the direction of the partner who cried, 
and the direction of a partner which carried out win - 
a tile — length and ****** actuation -- for example, a 
motion of ****, a motion of a discarded tile, and reach 
— a motion and squeal of a tile - if it sets up more 
finely with a motion of a tile etc., the image which is 
more rich in presence can be obtained. 
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mm£Mm-$>tc#xr&m ^minimy-Ams. i o o o 6 ] zommz z. <o . nm*\y? *-«rc. 

OTU^-^-i>J:t/^«S^^7^^-* { Jiitc«WiJ«J:^ &TiW£BfBajfl^;SSWjt£<7>'C, A# 

^mttthxm&T-'S'Z'&hmm&b. wmx- io ^^m^^L^mztij^mt^^. 

i&htitzm&T—? imm&ttz>w&&mt Sr^rr i o o o i j # 1 1 < a, 

it. £ix^7W*-fcJ:tm«^7?*-#«IK tzSmthZk&¥BLk-t&. ±fz. mt<ii. *H 

z\kizz*)m.?-j*immhm.'y-mmx'b'> m.muzmtxmmm&^tixtiO. zmtix- 

<ki>mnfr&. Bmm**ry??-commMizjf; 20 *^coe^«e*w±. *ffi^^5^^-ftto*ts«a 

■thztzmLt-thhnxhh. ttz. *m\cn>m. [ooos] zcmmzx*). nw**y??-mzn 

y-ASKt Lxa, wt< t t>rw *-mmtsz wmuzmtfzmm^zjr.ttz^m^xcomm: 

fimizmmxvtemt'nm^wm&xmftzwi mmht&iz^ ^mizmtxmmmmtmm 

9Mi-zkiz£9m&y-j>imfi-?zmte7 t -*.ijm 30 •"jist&oT. mL**y??-%e>)$m$wm£% 

f^^fcWuWf*, 1ulE^«^^7^^-^S« [0009] i$mwMk J f-J* 

mzmttzm&£tf/£tzimj]W&t%z>£dm®. mmztrnzmmu. mx^y? 9-%cn>m?m 

»*j«i:^j»rt§t, mi*vy??-cr>teMmt}* mi-ftxo^zwsh-iztmwit^t. ttz. 

9 f-ijmizmm&ivmmzmm^mmxm 9 ^-m^nm^suz^txmmi^m^^tixa 0 . 

mm m-tz t izx *)®&y-&tmft?z tmz. zm&xm&m^mz&itzwvym 

mzmmwmxw^co*msfiB<?>ft0yj?%<k mzmftLxmj&moz-. w*tfMtzmttzm<o$m 

mtifrtf. «mm^y99-mmmizfsttz i^mmT-fZMmtxm&mz-thzktmL 

^akx//t.tz\t^^mt^hXomm ! —?iiX t-tz. $^>t. *mw&atm3t. nm**y? 

v/tiziigpT-rtn. ztittvm&T—risw ?-m<nnmmz)&ixmtimm£ztixt5 y ) . 

o^A*^§ii-cv^. 50 sMt^feL-cM^^A. mmmzmifzmmi 



7 

mmwmr-? zmsi vxmm^^t x o oh 
[ooio] zam&szx *) s z<?m%m-mizx m 
mm-imxx. x*)®m&iimt>ti&zbtz%2,. 

fc. *»%o^ijBE*fctt. 
[0012] ^<7>«j£fcJ: 0 . 2tlB*-v> 5? 

%msmx®mz%z,xo izwm&xv/ttzn^p 
mjj-mtox'. mmtmm^m^z&ttiMm^^y 
9*~rmvm?H«m&.-. Tuj^-axvmm&m 
&tmz. zcojff®*v?'??-&<r)m?iz&ixmte 

[oo 1 3] zt>^ mi<\t. *xmm&y'-j* 
miz&vhummi. tm**y99-&cr ) mcDm 

IzMfS L1z* -y -t-^'r-? ZMSi-fh X 3 

zbzmib^&. it*. mL<&. xmxoimy 
-Axmz&^x. im**y??-iitcomcomizM 

&Uz* v^-iST-9*WRLXWm?KiiXV/i 
tdi%FliiJ}ZM&ZbZmib1-&. ZMz. #&bjj 

figsmmzit. mi*vy7?-$i<omcomizM!£ 

LtzX y £&W.LXmm$ijj& XV/ it: 

\3.%p&j]Zit?> x o tm&ti z b &mt£ti>m 
'&y-j±ruyyj>.mmiijxx\^h* 
[ooi4] zommz x *) . $i*ztimm** y? 
9-&nmmiizn&?hx a y-t-^ta^ti 
h?>x\ mmmmsiiz&ttzmm&xvt-y-t-i; 
b%ix. im**y??-<D,K]m*>im%b'tfx><) 

mx. X t )tgM&j i '&e,ti&ztlztc&. 
[0 0 15] §4>{c. ftiLKit. *56"!B«0««y-A 
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8 

iS%%.Ltz1tM**y??-cr>* 7t-yf-?JM 

i a izuwtz z b ztmb-tz . tit. mi< 
a. xmomy-^irtinzti^x. ruj^-nu 

miZ* >y -t-^'Jgg t^ltfie^^ A- 7 9 9-OX -y 

[0016] z<mmzx ri^^-v-coe^ft« 

5 9 L/C* -y^-i^iti^^S-fr £ 

*>T, %\zti:him* *y? 9-iz# LXMWfflfLWfi 
<Dhy}-tf'i%t>ixX. -£<0hyh£#&Loo:rW-t 

h b ^ox^mteco-mevmLx-wft^tih z t >,z% 

h. 

[ o o 1 7 ] § h\,z. nt t<ii. *muztm&wm 

T-9bLX<r)ttm**y9 9—%<rMcr>3kffib\5.. '}? 

20 %<bi>3&m.%mm.mLx.®t5XV&')mx'h 
h. ttz. #£L<fcL * : mmzt>»z>m&T-9<?># l 
xm-bLxnmmibte. wmv&Mft^ m 

*>'j?%<bi*mifrxbi,. mt<\t. 
mzmm&T-* t lt<ows^^ y 9 ?-m>m 

*T Ltztt&oJTftcr, =) Pyj>%< b hWUpffiUmn. 
ffix-? f: LT^Ig^^ 5 ^ 9-m>m\ 5 aif JSiS 

30 -ctwi^tt. wmnmz. tzmom*. v-rmomz 
t5Xxm%M<rM%<r)o-h')?%< b hwtuwmzirc 

[0018] Ztl^CO&r-flZX *)\ X OKiUSfcs 

tmmtf%t>ixhb&\,z. *<mmz&itzmmwt 
fwxvmftmbtc^x. n®^y99-%nm. 
mmm:%&L^7v4^hb^o**<r)wm.<F)m 

LZ-t>mt>tihZblzts:&. 
[0019] 

impmm<7MM] ar. *¥twommmiz^x 

40 0ffl^#BSL^*^IKW-S. 

[ 0 0 2 0 ] 0 1 a. *wm-mmmtzt5vzmi 

[ 0 0 2 1 ] 0 1 1*> wt s 1 y- 

(Wp&t?) b. 7-j*0Mm\x>ttht&> 

<r)7-Wi;sy*:-9 2b. y-AffyUP^^-flt: 
#><7y7V*4VTV7r3&XVx\Z-i]Ab. Bffir- 

T-9co§&®zti?zmmft5bfrt 3 %~>x^&. zz 
x\ m&®ft5&. mui±my-^T-9^^.]y- 

50 r -f y^xrAcDT-o^^Ar-^colSigSix^RO 
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M&fcW^x^^-xfciD^Sft*:. vvb»9>2>R 
OM^-kyh^. 3fcr-fX?. 7l"*>'7>T'fX? i 5: 

[0022] ^C0y-A«*«crt^f^fc i^JSP^X 

tau. &mmmh*mmm8kw. uarcpu 

T-*£t8*lWfi&$rRAM8. tyf-Vs.-xmi 

-fey*M2. 4y?-7x-X[I|S&l 3, 14#«ve 
fiffiRSiiTt**. .Ttf)-ry*-7x-X|l|»10fc:t* 
fftPHy:?-7x-x[5lS&l 5£tf-LT3VhQ-5 
1 6#S^$*i. 3Vhn-7 1 6*»feo»fHi#lcjB 
tfcft** C P U 6 tCff^S 
[00 23] ^Ofit'9NH7D«<y-9-l U4. ±C2& 

»4. m^amTv-t yy-i nzmmw^mzm^ 

>mff5. it:. -fy^-7x-^0SSl3JiD/A3 
yA-^l 75r^UTr^t'^ 3 y^^2t«^$a 
TBf6iii;»j£*U 4fc, ^y^-7x-X@ffil4<iD 
/Aa 1 8$f>tcrt>^^ yr>-r3S:^-tT 

[00 24] iiT. J#f£^'-Aggl(4. JffifclcJBt 

PtVavt-^2. 7"iM4 y7y7*3*j4tfxif- 

»*«&££ivcti x 0i£*3ix-C^6flij£gSt«4^- 
^■C-f(®OlooflWcrttJR|ftS*iT^*. ± 

14. ±ExUhV 3 >-t^2{4. ±IE3ytr.x-?Jf§ 

1 2»4. jjBBajwfcstEftSiirv^y-^ro^ 

7AT-*tf>-S£gL<l4=i y Wi23IXO 7 b 

E^f>-^-7x-X|5||S9. 10. 13, 14.D/A 
3^W16. 17. SfftPHy*-7x-X[I]&& 
1 5t4. sytTx-^coiSSixu-y h£ffiS3*i6J£3B 

tUO#xurfc*flBUTV^. 3^Ut»JSt*tt. ±IB 

[0025] 3yha-7l6li, X^-htf* 
yi6a. Atf?yi6b. B#^yi6c, 
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1 0 

16d. X7M-y?S=iyhn-7l6e. tMJtftf 
?yi 6f . ihV##9>l 6g. ci#*yi 6 
h. C2tf?yi6i. C3sK?yi6j\ C4#*y 
16k. 3*?^16m. mffehUXT4(^yi6nh 

1 6 e!4. ITtE&VX&h-f* 3 6 OgO^TI&ItS^ 
10 LT^&. 

[0026] mz. *m&imy-j±gm 1 osflgT- 

[0027] UUK0CPU6. ft^ftST-O-fe-yin 
1. Bm»H«ia7-D-b-y9-l 2*34tXj<tygi5 (RA 

M8. 4y9-7*-xm t 9toZ.xfWm&5) 19 

tc4 vmwm otf®f&2tixt> o . eiNi»5 icgh 

%Zti*h*ch J r-J±T-9*. CPU6#. ^^7* 

o-fe.y-9-i lx&mm^mmzitb-it. z^mm^mk 
20 afca-^^THtftJSBsaaT'o-fe-y-ti 2-c. rams 

[00 28] 4^. >f y^-7x-xiussi o. ittfffi 
#-fy^-7x-xi5i!»i 5t>itX3yhn-7i6t 
4 DSfttfJj*2 1 #fitj£$ixTi3 •) . TV**- let 
4ny 1 6A>^cogffft^ci5t^J§^$:CP 

U 6 Z t T > r W 4 tf&JSl*) 

fcJtH 2 tcijrf4 a Sr^SffitfeV > 
30 T. TW-F-te. Jt<S^^5^^-tJi#tjS)iiM34 
^JS^t'cO^l^a^WmTiftfr^'Jig^ t £4 

«)i?k<4Wilj*^ltiCtoT#/c)ifrc. i« 
k {4J»0j*> ^> lftt->T< 4ff ^-CS>S . 
[0029] y^-7x-XHlS5l 3. D/ 

AayA'-^ l 7^4lfx^tV 3 2K4 OB 

«^352 2#fitj£3*U B«*SBJraro-b-ylM 2 
•C. RAM8fc»LTS#ji^5ftai&ff-5/cB®T-^ 
40 *A y?-7x-X0g&l 3?tfcD/A3yA'-^l 
7Sr^LT-fPt'i/ay*-^2fcA^-r-i.^fC. C 

p u** ^ ^ ?-%<?>mmffiMz& tizmmmfc 
tzm^ztihztiztzh. 

[0030] $^>t. 4y?-7x-X08&14. D/ 

A3yy\--^i8. ryx-f yry7-3fc4ifxtr-^ 

4^4o#^aj^a52 3*«tt)ssit. mmmmru 

•b y1M2T. RAMSfcWLT^ji^J&aSrffofc 
^T-^Sr'f y^-7x-X[HlKl4. D/AnyA 

1 8 $ t>\z-r u x yry7"3 Sr^-Lrxhr-^ 4 

50 tAA-Ti-^k-C. CPU^7^^-»<0lS^rtS« 
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1 1 

dUzfb Itz^PtfitifiZtiZ z t tz%& . 
[00311 ZZX. sSMm^5iz^^titcy-^T 

owe . arts <?izm i < x h®ft*mm 
[0032] swat 2 on. mm*mw*<r&mft 
muzmttzmco^ (m) . mom*, t^t-a 

%&XolzmiSiT-?*%PT-fi:'&. Ztit><?M®. 10 

z&z>xoizmw-t&. 

[ o o 3 3 ] ttz. wmz on. mmmmt<?>%ii 

?-mnmmu,zft txfmmtfw&ztixti 
o. zm&x'<r>®ttm<^mz&tt:m<vmz*? 
mm.?-? £SiR Lxwm&r^h x o \,zmmt h . 
[0034] ®w&2o\t. nm**???- 
&7>tt®muz& txmm mm&ztix& o . *<nm 
&x<omm<^mz&ifzmvmz^w&"r-? 20 
tmiRi-zt&iz. *<r>^«nieM*^?9?-m<rm 
ffip®.m>i)*^mmzmih£oiz. znmim^ 
tzxim&mzgftLxmm®?)*.. immuz® 
ttcmcomz*tw&T-?zmtRixmm*2it 
txoizmth. 

[0035]$^:, mm2on. mememm 
«iz&ttzim*^77?-&cow?£m-'^<. nm 

Tffl«^tiJ:^/f^Ji^a3^$-«i-SJ:o^^iHS9l1- 30 
S. 

[0 0 3 6] $£>fc, $ljfipa52 0<i. 

y??-izKLxmwm>mv>t>bti-z>*<. ? 

l/'ff-<0@m(y -y *-^WU:2»-v 5 7 ? 
[0 0 37] IXhCfcV^T. ttSSCPU*-^?:?-** 

mum3^ms<ot:^(onmcom^. m3n%m®x- 40 
fto. H4U3Sv*sreft>). as^L^M-eft 1 ,. 0 

6»i&98reft->T. N&fcte<9^4f^??-<offl 
[0 0 38] ^fc, ttSStfflltJi. ffiWI^O^BIrt^ 

gssn^wrtg. %m&>mm. iMaxx^arm 
%zx'$>&. ttz. mi*tv7?f~-&<r>mmzt 
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1 2 

mmeymx vt-is&xv^pibjjii. *f 
«c p u * a- 7 ? ? -&v)M<mfinz Mm* #x ^ * . 

CItftf§£, 4tt (U-f-) t«. niuT'lglSUrt^ 

srf ft 0 , puj* 1 Mte tift t 1 mimmx'im t 
z&vmx'hz. 

[0 039] <&z. HfcT-:?. %FT-?tsXVTu 

yyj*T-?%zfr^%h7 t -j±T-?<r>mtmftmz 
^xm l < zoy-mtmm-z . 

[0040] ttSIBi&iZWfiu Sffifi (^Sc) 

mzx ixmcomtnz* y h-tsii^<7)^-cft 0 . * 

PUdfA-^^^-tc^^rtt^c, CPU^7 
7 ^ -*5-eo^T'cO . Z<7)#gUzi& tfz&s&Z* y -fc 

-^i: Lxwm&zitt-th^&x-bh. 
[oo4i] z<r>cp\5**7? 

y h ( + 1 2 8£) $: U »*>Afr.J:SSffi 
fi-fe y MDilXfi^-C-cottdit J; ZS&sZi* -y h Sr^T 

h#*>&frt>40 0)!mz-miz+i&ti,. 40 oa 

£ 3 0 0 0 0 At Lfc*6fc. »^A* J 3 0 4 0 0 At 
=5r->fcti<(;:+lAt$r , y. ^AA^geoOAt^r 

mzx&mnm*vhta. mmxmT (h#-?x^ 

h) LX^h%& < + 3jS) . St»W±£W7LT^5 
( + 3 A) . ^«lBJ»LTV^W7T'^^*^3t^ 
^ (-3A) , fc9TVvc^m£&*>ofcJ§£ ( + 3 
A) . S032Xfi^ (-3A) . ffl¥ti«T»7$ 
n/c^ (-1A) Jt7m. 

[ o o 4 2 ] itz. nm*. zomtmiiz ximm 
■t ybtix. mm. &mt5XTf&im. mTmaxv 

OTW^- (+1 OA) . Wm5foim±.co®£ (- 

ioa) , e«-cifi]isr y7-<o^-(+3A) , m<r> 
mx^*mwi?*mm<7>m£ (-3A) . g^ 

^B^(c, itt CJ-^-) $r*^i»t#Ttt^r<. g« 

mx'fr^zmmipmmx'\it£<. i^z^amm 
wmtm%& (-3A) , gttco&wstiia cj- 
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13 

f-) £>ws*§3- (+1 ojsr) . &ft<nwmizmfrti 
jw<o*u*§£ ( - 1 o^i) s im<?>&mi,z. m^t: 

( + 6£) „ e^»7i§(c. SiftTLt^ 

(+2 0^) . gaoarrete. iRWLfc#&<+2 0 

*>&frt>m.4 o ojs*fc± i ) . tmwmmzm*) 
(-2 ojS) . «sw>*rTOfcg*6*ifc* 

£ <-2 0jS) » flU^cOWT^StaWJJBJSLTV^ 

( - 1 4jRK fl«W>^B*fciJ OTVvcSO&i 10 
=Sr*>ofc*& (+ 1 4 A) . flttKtOWTI^jAtWtt 

i ) , w^mzmmujmLx^ti^ (-14 

A) . SMWt&OTtv^O&fc^o&lte ( + 1 

Hf>hom4 0 0/&«fc± 1 ) ^rfc'T$>& . 
[ 0 0 4 3 ] § ^fc. -fe x h LfcfflMfc: J: SIBO^ffi 
fctt. * >/ h UaSflWKCJEtTC PU 

5 SL*8i 

fcj^&osmssfc^tstfi.. *ftiiBj»^ i 20 
Tmxhh. 

[0044] 

x^a^S (!S1ffil7 8^Ub) :£»g| 
7->is a (Sffiffl8 8£r~ 1 7 Tjfi) : WUI 

T^v 3 J/fiH (&tifffi4 8*-*7jft) : «L*g| 

f^>- - ym imm47m$.<% ■■ mm 
cwmnmstz^ anzmifimmm s -^itnt 

-H$*fft®5fcU *<m. ftlTMSMft (jfiffiBCfc* 

[0045] ajjs^t mm 3 r6]E«T<7)i&^. fyy 
aytw^nE ^y^aym&x^mmt^ 
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[ 0 0 4 6 ] mm 5 kW3±ff>m^ f-yya ymx-% 

If, -ry^3>©feWraO®fc=5rS. 
[0047] emtc. |6lKr>y7-a^)^. 

Ty~>s ymm-T&\m. f-y^a vms-tom 

[0048] T-yis a y&v%® 

[0049] mmmm%&. j-yy 3 y^x^m 

[0050] s&k. cpu**77?-<7)mcom*iz 
^xu. flww>i*?flj9«^ imm^tzm&ii. - 
mz<r>Y7i®->iztt^ m^tzn&?)umzm*)fo< 
iotcmnmzk-s-h. tztzt. mum^izmi. m 
frtuzz<?>m£w-otzAii--&figmiz%*). *<m. 
mv^A^tsjtcfio [6i< i ozmcomztzix^ 

[0051]££>£. CPU^-v^^-cO'J-^JS, 

ay) izxix&it-t&tmz. &cpv**7??- 

lz£~>Xi>%{L-t&£ oiz^X^h. 

[ 0 0 5 2 ] aac, HRi*at«B«rr»fNc^v^TBW! 

[0 0 5 3] jfc-f. CPU*^5 'J -f-J¥??) 

mmmzte. iMsmwm. (f^ 3 y) ti^T^n 

Kcr> (mi ) iz^M^Xhh. Z<omi) 

iz&^xii. ia»v»*fWT±*»feu-^"C*-«3. := 
mitt. 

[0054] 
[HI] 
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[0 0 5 5] CPU^r^5^^-ttWit»cOB« 

aw (^2) Ks-fiio-e**.. (^2 ) 

"5 » Y(i0 2 5b fcijrt J o lzm*?1)> 
X'b 0 . N«02 5 c tz^-fi o |c«L ®t Bfc&£±£ 



30 [0056] 
[f*2J 
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[0 0 5 7] CPU^7^^-^mi 

wmcomzi*. iimmm (f^a» Kio-ctJi 

W) (SI3) fcijrfjl CIO (^3) 
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[ 0 5 9 ] =Sri3, JaJ:<0#WRI*«tfl!«T»fffc: 
[0 0 6 0] Sfcfc, W^atefcoivcfcRate. ¥• 30 
T. <Ift£>«±. CPU#<v9?*-$fc#5ro'0>.& 
[0061]<K(C. CPU^^^-OfflcDgHgfc* 

*i£ut«>ngt*ft. **>«b-w>*o!>cpu**5? 
i o o 6 2 ] fc/?u iaTfc«*W£tf ( 1 4 - 1 . m 

m) <0 rffl^fflj tti. JJBLfcMKtt: 
Sft&ScOHtit^fcT'&'K 14-ltftf-W\'-Ji&*50 Aft) 



*^-&^-y-fe-^(^.?.) K*tt$LTV>6. (CPU* 

1. imx9-V (14-1, 

2. fflm^^-h (14-2, 

3. ESL*?-h (14-3, 

4. (14-4, 

1 . h vrx&w&TLt: (15-ok wu» 

2 . fiR&fejftP3 0 0 0 0 jGUBLtCrM -V-<7>®& 
tt*>&X 0 MS^jKr^ffiKT Lfc ( 1 5 - 0 2 % *9 
M) 

3 . &m*>j&#3 0 0 0 O&PXkZ'TUJ -\r-cD&$* 
0 tfiV^-C^a^T Uc(15-03,SO 

IB) 

-tf**!tf$*>£«l: ")Kv^jSrr*«»7Lfc (15-0 

4. mm) 

5. «*»fcjS*'3 0 0 00j&.kiJifc<-C. 
-mm*>&£ 9tttrtT¥£ftTLfc (15-0 

5. ant^ss) 

AS ( 'J— f-) £jW&b* 

1 . jtivWttUTC* flJS^feKW ( 1 - 0 6 . Ub 
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2. swotae (i-05. 

3. 6faBWrt«04il(l-0 1. 

4. K7«)0Att (1-04. SL^ffl) 

5. 1 3IHBJ»)4fi(l-0 2. Staff) 

6. ±ie^l~5fctfkO:£tt(l-0 3. £il®> 

1. &wnmzwt,titz (2-0 2. «lam) 

2. 6raB&rt^ffi£jW^fl* (2-0 3. &9 

3. F9«94if£Mt£>fl*: (2-0 1. SLAgl) 

4. B&SWAEfcjW^fxfc (2-0 4. «L*Si> 

5. ±a*frl~4£W.'C, -5-<7)l^7)a^c7)#W3|6l 
BULL (2-0 5. jgLAffl) 

6. ±^fti~4i^h-c. **»*>g#*>¥j}w<i~ 

2|6j& (2-06. &DS) 

(2-07. ^gas) 

K5£Hg;&yUt (3-02. ^V^ffl) 
F^fcWj&V&hJfc (4-01. SLAffi) 

V7Zto*>Ltz (3-03, %mm) 
m^tcm iw*y. #y) 

1. F?ftW>xlb (3-0 2. ^UH) 

2. -&£?HU: < 3-0 1 . jfgLAffl) 

3. «U»1«# (3-04. 

1 . F 9 *&T*:<9#C P U fc S ( 4 
-0 1. &LAH) 

2. &S&*feh.fc. i^fc*>#7-W*-4>i:$ (4 
-02. 1&*)M) 

3 . -«*iHs*ifc (4-03. mtz-m) 

1 • (3-01. H&LX-m) 

2. h9**»t«^ (3-03. %mm) 
mfrtlfztef (f— ) 

1. -rnmztvk (4-03. slabd 

2. H5**ftT^- feT^cO*5CPUg#f 
^^W^'K^cO^f (4-01. «LAffi) 

3. F5££tf>Tf— Sfut. &Tfc<9#TWA'--C 
-eo&JfttfF^B* (4-02. /SOU) 

tx^rn am) "JMrtuzt* am) 

1. ©v^Atf&mm^reiiHgwrt. *M2oo 

OOjftiDfiH* (4-06. &9«) 

2. i®V^Aa J &Pim§T*6lig«fl. S£>fcCPU 
a#t>tftS?^Tfc:ilSv^T^l.l^ (4-0 5. 

3. fl|V^A* i aii!¥ll!l^-C6IBBmrt<0Sf (4-0 

4. ^ilffi) 

4. qS^£A#&m"«^'7liBi»)l$ (4-0 

7. J 
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5. "®^^A^'ii8^Ti5yirc»i^<6Jiatirtoi$ 

(4-08. MLX-M) 

6. nsv^A* { im#Tajirc«^^Ji^i!S$T'. 7 
«ib«k^ (4-10. %mm) 

&m (4-0 9. ^SIH) 

8. mv^A*>'2HI§T«U»Sr^T-il|^Ti3*). 8BS 
BOrt^* (4-1 1. SOU) 

9. mi,^A* { 3i!i#io^(4-i2. m.L*-m) 

10 10. (®v^A*Mi!S^co« (4-13. ML*m) 
CPU B### y 5: Lfjfr > F v Wto-otzft 

1. CPUg£«>*>'F9tf3tt£U:a'»fc (5-0 

2. ^gSBM) 

2. CPUB#^yF7#lftfcLtOofc (5-0 

1. 5^H) 

3. ffi^^^K^^StfctLh^o^: (5-04. iffiL 
AM) 

4. mtmyvytfimuKn-itz (5-03. «l 



20 ffi^^yfrLT^yH^^o^er 

1. CPU3$tcot;yV ; 7tf3ftm.c?)'?t: (6-0 

2. IfMI) 

2. CPUB#<o*yH9* { itS:UUi<o-5fc (6-0 

1. ^iH) 

3. flBRa#>K?*S3ftCU:0>->*: (6-0 4. SO 

Si) 

4. flS^VF^jPlftGLEWofc (6-0 3. ?£L 

AS.) - . ., ., 

30 1. (7-0 1, SLAB) 

2. fcOTwe. 4EfcU^^^*s|Klgt»ifeByiip^ 
AS (7-0 3. SLAB!) 

3. fcOT^XfeBUi$S:flJI. (7-0 2. &L*M) 

4. fcOTWC. B^i«©fel^»T-B««OTt±^ 

<, $^)»5r«]«> (7-05. mm) 

5. fcOTWC. B^iJft^BU|!rcB««0T1±=5r 
<. iKW±3c^»^flJS (7-0 3. SLaffl) 

6. fcOTWt. B^ifiafeBUWTB^«0T1±^ 
^J#£ffl& (7-06. «LAS) 

40 7. fiSfegyt¥5:«JS (7-04. SOS) 

8. BSBJi*«fe^JSTB^OT'Ji^<. 
flJS (7-05. &9M) 

9. B^i«i«^UirCB^flJOT-«i^<. 4tt(c^ 
LT)gjSfcJi¥£«J£ (7-0 6. SLAB) 

1. &J?f (8-02. «9fl|) 

2. »\*T*a«->!fc (10-01. ffiLAS) 

3 . lMU;U*W>«Tfc «k ->T#*>£# 3 0 0 0 0£ 
£Ltfc:& 0 . a^Srfc £ h -/Ttc=5:o^ ( 8 - 0 1 . g 

50 \m 
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4. 3te)S. fi£8 (8-0 3. ^M) 

5. (8-04. 3^M) 

6. tt#yS££a6T<fc#o*: (10-02. 3^ffl) 

7. (8-0 6. $£^M) 

8. isae^uc (8-07. %mm) 

9. n&zmttz (io-o3. 

i o . -$tm-5#>x$muz (io-o4. ^jim) 

11. -mk&4rihX&miLtc (8-0 8. 3^M) 
1 2 . $&>tft>h*f<7> : £#>mm<r>$i (8-09. 
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4. 2S9M) 

9. JJE^fr 1 -7l^(^)«3iT'^$^ (11-0 
3. 36LAM) 

mztuz&T (cpu m^mz&m^m 

1. a^*?*^ (12-02. 36lam) 

2 . waBRTrh -yTSriggSftm ( 1 2 - 0 1 . 36 



13. ±i&kfri 2\mv>mnm (8-0 5. 

M) 

14. «7£* { ^3 2 0 0MLb"C\ S*>. 
6B^iS*Tfc#-?*:l$ (8-10. tli) 
1 5. »T^' : PW3 2 0 0^LhT'. 

hm>m>x'hti i '>tj% (8-n.t lam) 

1 6 . m&tH-<n3 2 0 0£J: 9<£< £E£ WTt> 
T. SF^tffefefr&^fcl? (8-1 5« 36LAM) 

1 7 . »TA* t F<03 2 0 OjSJ: OTr^gfcjWCfc 
£>-f . mTM.iffcO 1 OOOj&J: 9±coi$ (8-14. 
36LAM) 

18. «T^i* J ^<03 2 0 0^J:OT'C4e5rWrfc 
£>-f . WT^*^ 10 0 OfiMTCM ( 8- 1 6 . 36 
LAM) 

19. AttSrWC^Titt^5)UiLhS«fl)0LTS 
SHtiLfc**. £fctf«Tj&W>3 2 0 OjSmJti&ft 
LfcB* (8-12. 36LAM) 

2 o . ir&^Mr^xtMmjmL&igm*) ixx 

» Lfc*\ 4 fcttWT^P^ 3 2 0 0 MU^SW Ltz 
m (8-0 5. 9tV4i) 

2 1 . 4E**4tTV^TAB»5JiBLhi«W9 LTJ> 

3200jSeUiiS»lUfclS (8-13. 36LAM) 
2 2 . iE* *tmYC£Ktfc5JU2LJhi§HDD L"C& 

2 0 0riU2Lk*WU3* < 10-06. 1fiUR) 
W7«*ifc« (CPU 3 jK^ttjKtzlW^fti^) 
1 • »r*i»RSiifc« (9-01. « L 

AM) 

2. amiajieiiwsftfc (9-02, 36lam> 

3. StKJjLh^lSixJt (11-01. 36LAM) 

4 . c p u &Mitta&ipnx\\f&>k ssmztit: 

(9-03. 36LAM) 

5. cpue#^ie*wcv^ofc^wsnfc d 

1-0 2. SLAB) 

6. WT/^?m0 0 0j^T£»T£*U CPUg 
tlflWf-jit (12-05. 36LAM) 

7. WT^^OlOOO^iWTSrWT^n. CPUS 
mitt-it: ( 1 1-04. 36 LAM) 

8. ±i»fri~7jaiW)ttaiTe»ia3*ifc (9-0 



3 . *JT*T0>7 7 0 0 AfeLtCfctf&Jlfc (12-0 

3. 36LAM) 

10 4 . *ntfi=f<r>3 2 0 0£«J: OTTC P U iH^Srffit 
£>Ji*:l$ (12-05. 36LAM) 

5. mgkwi^4wwmxhtft>ixrz ( 1 2-0 

4. 36LAM) 

1. mmxijmLx^xmmttz (13-01. 36L 



2. AESsWrivtSESLft: (13-02. 36LA 
M) 

3. wmix^xirMZfrvx&^-f. mj&tn-ni 

20 OOOj^T^TSDiLfc (1 3-04. 36LAM) 

4. BJBLTVvC:£tt£jMtTl3S>-f. «7£#7?)3 
2 0 0^tLhcO#T-^LJt (13-04. 36LAM) 

5. JJa&^~4Ja^^T1^LTVvc^Lfc 

(13-05. mm) 

6. ^ET'J>^)t*>'fcOTV^«iJi-C^LJt (13- 
0 6. 36 LAS) 

7. JJ^fr6Jj^«iRT'^ET*S^Uc (13 0 
• 7. 36 LAM) 

30 1. H)ilLfc<0* t CPUi#'C*ofc^f ( 1 3-08. 
36LAM) 

2. fflJi¥L^<0*^>f-V--CJ>om (13-0 9. 



1. CPUg#*W*<7)d*>^lAT'*>-5^(13 
-10. £9M) 

2. CPUS##fi9&/Uf (13-1 1. 36 LAM) 

1 . ffik£#ytfi:<0tfZ<7)CPU8MTbit:m ( 1 
40 3-12. 36LAI8) 

2. ft&tc#yL£tt#TM^-T'*>ort:lSr (13- 
12. 36 LAM) 

mmmnziL&fflihm 

1 . mtoMmtzcoc p u e#-cj>->3t^f ( 1 3 - 1 

3. «U) 

2. fi&^J^*T)^-\r-Tj>o*;l$ (13-15. 
&9M) 

1 . fi^itt^-eiocpua^ffco^ief (13- 

50 14. ^M) 
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2. mm>mM&7\'4 j r-x'b'>tzv$ ( 1 3- 1 

5. &9H) 

*»*-5> (£fg) tC*U5LTU&. flit* <3E 
V^) * (HW JiCPU^^^-fcO^-C&o 

[0063] 1. fcOTWC. 89*;h.*i:flRU:«* 

(T-33. mt^m) 

2. tS*)X^X. irtf. fcD^ftSfclffiLfcWrtli 

3. CPU^^ff-gSttfliMZfrVX^X. 
SM»'7fCW. (T-22,1?«H) 

4. CPU3f^??-S#A*:£tt£a>ttTVvc. is 

&S&«9»^8)irt'£>S. (K*?r) 

5. CPU*^?*-B##£tt£Mrov-C AH 

&BjgW9Ja^'6jire;fc£. <kw 

6. CPU*^7??-g#**:£E$:a>{tTVvC, 
&B8W9»S^4fi!?T'£>a„ (^^) 

7 . C PU**5?*-S##£E£jWtTVVt\ AO ... 
ftB&W9J¥^'3Ji>re*>a. (T-24.&910 

8. Mti^A&iMZfrl-rx US cpu^^?? 

-e#ttfcOTv^<T, cpu^5?*-b 

B* I lifct>=5r<. 3rtfl«c«r-5feU (T-26, gu 
88) 

S*»lttt=5r< . 3timiz%it:mX'fr-o±S&kfr8ff) 

10. ft^Atfsmfcjw-o^a** cpu**?? 

11. K^Atfaatowtrv**. cpu^5? 

12. mr-Affm.£frVX^hi>K CPU^7? 
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Bim:£tt£Mmvt<TS9BJ£#&D, 



13. i^A^iE^frim.^* 5 . CPU^r^7^ 

*-e#iitiD'o*8r<T, cpu^t?^^- 
mtmiz h%< , 1 [6iig{c^-,^^T'*^jj^ft 1 

10 14. ftfciB^jWtTUia-r. 4fc. CPU4Mr5? 

15. IttiESrWCtJ^-r, *fc. CPUJft7? 
*-i#li*iOTkV5r<T. CPU^7?^-it« 
*>#•'•) B*qn<«r->fc«» (T-16, &L*-m) 

16. ltfciraS-*»ftTi5fe-f, CPU**?? 
*-i*ttfc9Tnar<T, ii!»lfllB-C'2|6jK*>3l40 

e«oef (T-02. %mm) 

17. litittSrWCiJ^ 4fc. CPU3Mr5* 
20 ^~eS , Ji*J'9TV^<-C. ffi»l*BT2|p|B3&»3l6j 

KMT. JJE&frl 6<o?£ (*»*) 

18. UtAESrWCtJ^-f. 4*:. CPU**5? 

f-smtmx^Kx. swuiiTii6]igm 

(T-Ol. JfiUR) 

19. mi>±mfrifxi3t>-r. cpu^5? 
x\ _hia^fri8oft <3&v*o 

^-B^tifcO-OvSKT. ffiJ»lJ8B?»i&<s B8S 
30 (Dffitib<B^mX'4 ftmit (T- 1 0. SOU) 
2 1. fgk£E£>WT*Jii>i\ 4*:. CPU^5? 
^-B#«fcOTV^<-C, 8*mHB-C1J&<. BBS 
OS&fltfHV*?? 2|6jlgA>3l»]]&tf>I$ (T-0 9. ttt 



2 2. KfcififcjWtTtJ&'fs 4fc, CPU*^7? 
^-B#«fc')TV^<T. SBl)iB'C-«±^<. B« 
»^h.*^iv^Tl|S]K<?5«f (T-0 8. «L^II) 
2 3 . B&fr 2 0-2 2 0)Ztd)*tfmZ. oTtJ 

40 24. iStAK^WTiJ^-r. 4^. CPUJff5? 
^-i#«fc')TV^<T. S)Sl«IBTi±^<. SO 
B^S5r#SU^tC PU4f*7?*-B#<0fcA { 9 
B*^Ul$ (T-0 9. ^t^M) 
2 5. fti:£«£>WCfc£>1\ CPUdf^^^ 
^-B#lii3 0TV^<T. EW1«B-C*i^<. m 
(DMltf&^X'3[b}m>2foM<7)Vlf (T- 1 6. ^il 
M) 

2 6 . #(S^'3|6jlgT-^2 5*«L^^F«2|filE 
T\ 4^«. #P*^2|JiIlgT^ff2 5A«-ri.l^i3 
50 foMcom i^P) 
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27. mi>$m.*frira5t>-r. ttc. cpu^7? 

?-8mi& Y )X^j:<X. WtimBX'\±%< . B8 
^eSfttf&^lST' 1 filgOiSf (T - 1 4 . slJiL^K) 
2 8. ■rC'tC^ff2 7^SCloTt}0. to-gfit£ 

[0064] rVJ^-ftgOitemmmz. 
-tfffiS^CPU** 5 (^ y-b-^') £ 

ffi£^^<9£fr*^^WCfl5EL-0^ &m 

bto#c p a- 9 ? ^-s^iSr-* tmrnttr 

-^tPWfc-kv K*-*J:3lBfir-»'0**. (CPU* 

1. fcOTWC. fe"9#iiSfc*"JBfL^ (T-3 3. 

2. fcD-Ovc. fcO^nSkWWLit^fCti 
&^*>\ 3^**2ftfeLt&&li* (T-34, ^iiffl) 

3. fcOTV^T, fc9#*t&fc^WLfc;bfrrai&<. 
££»*>lftL*>£vW. ifc«ffl££*o&»£$^ 

(T-3 5, 

4. fcOTWC. fcO#aStflBiL^*)<fe<i^<. 
$£»*il&k$:^**\ it&fK^*3&JS£S^Jm~ 
ttfxfc&fcO&ti&B* (T-36. BLX-M) 

5. *»9TWC» 89*fiSfcfmfc;bWT«±!5r<. 
££K?t>lftL**5r<T. Jt<KW3^d&li$£^T 
v^>l$ (T-3 7. jBLAIS) 

6. ±!£^l~5T*'m>6B* (T-38. SL* 
IB) 

7. cpu^^7^^-i#j&<S:ie$-*»ttTv^. -H 

BTj>l»^(T-2 0. £»ffl) 

8. CPV*vy? f-SSttfiMZfrVX^X . itt 
ftSg|flJDJ»a^7fi!¥T'$>&. (T-22.1f«g|) 

9. CPU*ir7?9-3Mtfiim$:frVX^X. $M 

mm*)mttf5m&6mx'*>t. (r-23.m 

M) 

10. CPU*-r5?*-@*WStejWTOYt. * 
E^im«0»a* { 3)i¥*>4)i!¥T'&*. (T-24.& 



11. CPU**5??-B#* s £tt£*»frOvC, ± 
B*fr7-10Ja*K»!)l*(T-2 1, ^il®) 

12. it*— A**£iI£*>f-K^.S>*>\ CPU**5? 

B#teiit£*>ltTvvS:<T. SOBBI****^ (T- 
3 0. £L*B) 

13. it*— A**:fi:lff£**m^*<. CPU**5? 
^-S#(itJ'5TV^<-C. itz. CPU**???- 
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8mi±w.i:frvx^z<x . ^oe^'^o. ah^o 

-f&Btfitfcifc* (T-2 5. ^M) 

14. ft*— Atfittfc^rrv****. cpu^t5? 

*-@#Hifc9TV%&<t\ 4fc, CPU^5;?- 
B#kte«£*>ttT^£<TS9B8*<*9. 4B?>- 

%e*w=t>=5r<, h*— A^imBgnaos 

^4J8BWC. 3(6]EULhOi^(T-2 6. ^M) 

15. it*— A^t^^tT^***. CPU**?? 
^-g#«t>OT^^:<T. CPU**9??-B:t{± 

10 4tt£*>ttTi^<TS9B^&9. :^<D-SSB*< 

itt*,=5r<. it*- Acoimmmmm^m 

WrtT. 2161^^ (T-2 7. «L*$) 

16. A**4ESrWCV^*s. CPU*-*?? 
*-iJW*B'mvSr<T. CPU**7??-B#li 
iMWn^^tS^ITO^ £iff<7>-?£B*< 

»{ct^<. a*, it*— AcoiLmikmm&tfm 
mx\ i\«\mm(T-28. mm) 

17. it*— Atf&K&wmi&jp. 

?-i#(ifeOTV^<T. CPU**???-^** 
20 4ii:^ftTV^<rS , )B^* i S)'?. iiS^-ISB*^ 
. 4*:. it*— A^£if&a8lflJ9&**4II 
Wrt-C. IgJBOlSr ( T- 2 9 . 

1 8 . it*- AtfiBSr W H £**, C P U* -v 5 7 
Baits'? TV v$r<t\ CPU**???-^^ 

4tt5r*^tTV^<rS0B^* i *0. £EO-?6B*< 

itfcfc*<. AE^R^ttfii^flJoa*^ 

miiUiT\ 2 IfllBUUbOB* ( T- 3 0 . %L*.m) 

3 9. m*— Atf£ftfewc»«#. cpu**?*. 

?-B#«fcOT^5r<T. CPU**9??-B#ti 

30 imztPifx^zKxm&mtfh*). aeo-hb* 4 
«ua±T, indm(T-3i.«ui) 

20. it*— A* J £l:£*»ttT^|,*<. CPU**9? 
?-BJitifc'm*3:<t\ CPU**9??-B#{i 
£tt£*>ftT^£<T89B£* { S>'?. 4ittiO-|6B*< 
Ht:fc=5t<. 4fc. 4ll:^M^i:^B^fl)0ia* { 5 
WiLhT'. EJB?>l$(T-3 2. SOS) 

21. itti«^tTfc^-r. 4fc. CPU^+7? 

40 3mmm<%-otz&t (t-os. mta-m) ■ 

22. ittAttSr^tTfc^-f. 4^:. CPUdf+7? 
?-iJtlit5 0T^^:<T. CPU*-^7??-B#c7) 
fctfOBtfftKfr^fclS (T-0 6. «L^S) 

2 3. itt4«3rWCfe^-f. ttz. CPU** y? 

(t-04. mm) 

24. ffit4tt£*^TtJ^-r. CPU**9? 
?-B^ifcOTV^<T. BEJ»lJiBT'4l6llg£OiSf 
(T-0 3?JL^M) 
50 2 5. afc4Efc!WtT*J&r, CPU**5? 
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29 30 

*-B#lifc0-O*5:<T. EW1HB-C2|6jlga»3[6| 40. 2t>£B£]OTC£6-f . CPU^7? 

BOB* (T-02. %mm) ^-BimfcOTWSKT. K»l*B"«i$r<, BBS 

26. H*>£tt£*>«tTiS<W\ c7)SEtu6^aOB*T2(6)lB~4|fiIIBOWf {T-17. i£ 
^-a#«tJ0TV^<T. ffi»llie-CK)S*>l|fiIlg L*S) 

cdb$(t-0 1. ^IS) 4 1. IStijlSrWTfc^-r, CPU**?? 

27. ff£tiit£jWC:fc*>-f. ifcfc. CPU4ft7? ^-SimfcO-a^T. B»lJIBmar<. am 
^-S#JiiJOTV^<T, ffiWlJIB-C<i>5:<. B8 Vfflx^MtiWStomSLkcom (T-l 9, ?JL* 
0^.*«»v^-C4|iilEfeUim (T- 1 0, &*)M) M) 

28. mi>iLmt:frVX)3t>i'. CPU=*ft7? 4 2. Hi>£«£jWTii4>-f . CPU**?? 
?-8mti5')X\ l *j:<X.WMimB-&i%<. &m 10 ?-i#{iii>)-Ov5:<T. EmjfBTIiSK . B8 
cOSDh.*^^T2|6jlg*>3ia]em (T-09. «L Ogtfuttfc* *)&<%m-Cimcr)® (T-15. «a 
fr®) M) 

29. ft&:fc]t£jWCfc£>-r. CPU^ft7^ 43. Itil^Wtli^f. CPUJft^ 
?-BJHiisOTV*5:<T. EWlJIBTkWK. Big ?-aimfc9T^$:<T. 1 JfBT1i&< . B8I 
£7)cgix*^v^T'l|fiie<?DB* (T-08. MLX-M) ?)o!Dfi>*S>4 9&<&V4?C1 (6)^9* (T-17. 36 
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2^^«^bds^-cj>'). 02 2texw-f 
x-irrtmSi2com^<7)msmmxh^ s^t. 02 

3«. X-A^(Ci,/h$V^T^ 3y«^*i$ilTV^« 
S3<9^£5rr^WB0S-eJ>&. 02 4 

1.3. 4£^WSBBS0«-eS>ft. 

[00 98] LfctfoT. ±E«ffi*2fcJ3WC. y-v 

itfX-Ai%£fc: s r ^ 3 yWtitffckZtiX . 
rM^tk^TTOfcavvie <0U;cfcf#y) **J! 
ft<&oTte-?£ 0 fcjUft J: 3 teMfljW&SfrO** 



»-r ft £ t tfX'Z . #t7--A s— mm Lts z t 
ft. 

[009 9] &t>. T'fny^tCfcV^T, ij 
y. sKy, f-0(-(O^K. BD*>. foptionjli 
0!lxtfBGM^t-<7)#^ffl<^fc*i-C#ft„ 
40 r o P t i o n j <n^<rmtt\mvWz_WLWX'h 0 . 

m-mt'ot z izznmsmimmzm^xwmz 
mtt ft -rttt'^ft. §^>{c-e ^*e^o^«i^^) 

^■C* 0 . co^JSr^tWft £ i: 1fiX% 



[oioo] mz. ^xm^mmm^iz^xwmt 

ft. 02 6<o^HBt:^'ridC 
-^S^ffi^Bffl«tcfcftftT6Btfe|^ffi^a5 1 
0 1-10 5<95J8H@-C#7-*fc*U /IMS* J «<=Sr 
ftt^oT*5-^*^b^ft. o4 9. 09itffe^ 
gtf&X&frWK. 1 0 1 *«ft"C, 1 o 2vmzx\ 
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10 3iWlfi"C, 104#MSfe-C. 10 5*»'^fe-C& 

Jdfcfr-vO**. CPU*-* 5? 9 
fcLTH*. m2 6?\mmizmi£XtlXBJNlX^ 
[0101102 7 i3<ktf02 8li. *^Btfc(tStl 

yx-hh. zzx\ tmzm^mmzmt&t. t 

a r g e t fctt^:Ji!?<7^g£f)i^TViS#gjc7)C P 
U^^^^^-T'ftO. othe r bitteXmofetftg. 

* m^-x v ^mummmnc p * 9 9 

0. MA I Nblt^J y>l — SUBi:{iH2 7iJ 
<ktf0 2 8 fc^€M£^*!UI«9C: tti.S. 
[ 0 1 0 2 ] 02 d fc. £i\ *m&>*4 

*&fctt, Xr^STSlTV-^^DlnKHfcfclSfT 
U Xf7rST52t. SW3&2 OJi^'-Ax-^tC 
•J: OSIffll^m: . target <9A8#4 A <k 0 

3W>*-r«5rTST5 3fc®fTU 
targe tOAjR**4 AB fc5:-3fcl$j£t\ #f&BHO 
;>U >7l~-f-i4;:M&, Xf7rST5 3^ 

$iJffllgP2 0Jiy-AT-^tJ:0*!lffll§fi.-C, IS^St 
a r g e UtimmZ^^frt'dfrZmiU P^S 
targe t Wtf f. Xf» 7*S 

T 5 4 -W>CO*i»B#*»<S^< . 
J *-lLX'X7T7ST5 2«9NM(£Ri. Xf -v 
TST 5 3t\ '*Jffl352 OHty-AT-^fci 9M*3 
IK6targety«Wi#<0»9(«ittT 
b5£2#. ±5-3*) T*MXf77ST5 

[0103]«t. Xf7rST5 5t. IBIffilgS2 0{2 

m&Wmh. Sfcfc. XT77ST5 6T. SJfflia 
2 Ott^-^r-^J: 9SWS*iT\ «fllaWl*2t 

fws. xf7rsT5 7t, smarcott? 

4. £<?>(~. Xf77ST5 8t. ©Ifflg82 0{iy-A 

4. Xf77ST5 9t\ MMI2 0tty-A 

Sfcfc, Xr-yrST60-C, Mt»a52 Oliy-Ar- 

T77ST6 1T\ $0»Sf!2 Oliy-Ar-^tCJ: 
SP^ilT. HS^JiPi («?Hi.tf5^fa)»*^fi!i!l^C3. 
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•5. $£>fc, Xr-yTST6 3T. SJ«O2 0Ji^-A 
£>fc. Xf 77ST64T, MffllSU 2 0 

tzi^imztix. **>?&<r> , imk$mth. 

Xx-yTST6 5T\ SJffll^2 Oliy'-Ar-^t 

f-xT-sTee-c. *jfflia52o{dy-AT-^(cJ:0$ii 

10 £„ Xf77ST67t. W2 0liy-A 

T-fizxwmztix. *m<r>wm. (mtai. 8<r> 

y-j>7-?iz£*)®w2iix. m4fS(7)>m mm 

x\ mw®2 0ity-&T-?iz£*)Mmtix. 
my^y^m^mx-rh. s^tc xf77ST7o 

T. *Iffl®2 0<iy-A7 f -^fc e kO*ilffli$nT, 

20 B<nfffiu&x4>h*£xiim-r&>>!m£mfi-rz>. ? 

4>C Xf77ST7 IT. fWI8352 0«y-AT-? 

[0 104] 02 9Ji02 7cOXx y7*ST5 5tCt5»t 

[0 10 5] 02 i^i-tidl;:. Xf77ST5 51 
h t a r g e t<D&« 

30 mmtfbtMXT 7 7st 5 5 2t^75^$- 

S%JI¥* J: 3:ttittf^x<y7-ST5 5 3t^ff-T 
4. ^f77ST5 5 3f 1 $OfflHS2 0tty-Ax 
-^fciDSJffll^ixT. |^mtarget*!'J- 

Xf77ST554ttarget UW^S* «#<^> »J - 

U-f-SrLT^^mJf. Xf77ST5 5 5ttar 

g e t m-com&%<DM&mmizm»mtf$>hif-t'o 

40 [0 106] 2t,tZ. Xf77ST554t% S"lffllgS2 
Oliy-Ar-^tCj: OS(lffll$ilT, a r g e tl^l^) 

T5 5 6T-^77^Sr5r>U. .rcOXx yTS 
T5 5 6<y)^79^3!!Sa*\ Xf77ST 
5 5 4T«!t?!lW*S5:(tfilf. »:cofe|^^«HT*)4 

xf77ST5 6comm.co>nmizWifth. 

[0 107] ±fc. Xr-y7-ST5 5 5T\ »Jffl®2 0 
liy-AT-^fcJ: 0 SlJSP^tlT . a r g e t fctfWTtf* 
H^fift^lSfcS^^S.iltfXT 1 77ST5 5 7 
50 X-^yyy^^yL, «:(0Xf77ST5 5 7 
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m&y^wmmK ttzi±. xf ^rsTsss-c 

iiiFjrimif. &omg^HUIT&SXf ■y7• 
S T 5 6 «xtn^Bat^fft & . 

[0108] 03OJi02 7<DXf yTST5 6cy)llHI 
-f Y-hr&S. 

[01 0 9] @3 0fcflttJ:3fcs Xf77ST5 61 

x\ mw&2o\zy-i>T—?iz£*)uwzhx. xf 

•/TST5 6 lTt a r g e tcryfeMcoWif&X'fohfriZ 

izwft u mmofamx'Kciftufz.T -y 7st 5 6 3-e 

y h£flngl/t&<7>xf yTST5 6 

2tc^tf-rs. 

[01 10] Sfefc. Xf •y7ST5 6 2T\ ®HJPgi52 
OJi^-Ar-^tJ; OfWftlSflT. t a r g e t#'J 
-f LTV^frif 5 U 'J-f LTVtfUf Xf 
■//ST 5 6 4-Co t h e r ^j^^lSTC*) 0 
*>£fJI8rU V-TLX^%miliXTvTST5 6 5 
To t h e r<0fiS^I»<0ie)(ire*>&3ii>i: 3*>S:«It 

[0 111] S4>tC. Xf77ST5 6 4t> $0WSP2 
0«y-Ar-^tCi 0Sfl«?itT. othe r 
OffiJirC^WUfXf yTST5 6 6T'¥JmcfeBfe£;K 
>fyh£fl0gW>8L 4fctt. Xf77ST564fot 
he r^jilpO^IS-C&aK, »C^I©ffl<?)^tfcJtS 

[0112] Xf y7ST5 6 5-C\ SHSI8B2 0 
KV-r-J*T-$iz£ *}®m&X. othe r<?)fi^ 
ttBflttlirc* Witf Xf 77ST56 7 -e¥»fcfePfc 
S^yMrJlfflL^ Xf77-ST5 6 5t 

othe r<7)ft^CO}S»c7)^»'C$>tHf, ^Bf©^ 

mizmmmm<o>miz&irrrz> . 

[0 113] 03 H±02 7<7)X7 i -yrST5 6£7)Bg^ 
[0 114] 03 lfc^ttiofc:. Xf77ST568 

x\ ®9m2oay-&T-fiz£*)fflwztix. tv 
4*-<ttmwzmmmzfrb'ofr£w®L. 

htHi Xt •y7'ST569-C. -eoH^JOffiWKfeBtg 
jJMVhSrflllgU £tz. XT-v7ST5 6 8XT&mW 

[0 115] 03 21102 7c0Xf-y:7ST5 7fcM3<t 

-vx-bz. 

[01 16] m3 2lzmi-£?tz. Xf77ST5 7 1 

x\ ®\w&2 ouy-AT-ftzx *)®\mtvx. t a 

rget<y)&$^5iW£f x-y?-f&. Xf 
•yTST5 7 2T\ SEWS 2 0fcty-Af-*fcJ: 9$fl 
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ft. Xf77ST57 3t. &m&2 Oliy-Ar-^ 

t'd*^WWL. &;ftJirC&;hJ£Xf y7ST5 7 4<y) 
#J»t^S^>h^jDK-rS. 2*:, Xf»/7ST 
573-Ctarget (Tfrmtf&jUftX'ZVtlli. Xf 

•y r s t 5 7 4 ofeEfcjg^ > b Jngj!yi£ v> y7*& 
mth. 

[0 1 17] 033li02 7^Xr-yTST5 8{Cfc(t 

10 ^-h-TJiS. 

[0118] 033fc^J:?fc:. Xf77ST581 
T\ $i|ffli^2 0Jiy-AT-^fcJ:OMffli$ixT. ta 

Xf y:TST5 8 2T\ S0»^2 0»±y*-Ax-^ti 

^figtttffctofXf 77ST 5 8 3X-7VA^—<r^ 
mtfEjfflfrb' o frZmmth . Xf -y 7S T 5 8 3 T* 
7M+-<D#JS#H^T';&*Uf. fgH»g|52 0»if*- 
Af-:?fc J: >)*!lffl)$*VC\ Xf >y:rST5 84T'^ji¥ 
20 t/&fifeSiK-fyb5:Jn*-ri.. £tz. Xf77ST58 
3T7W^wo#»#E^T&Wltf. Xf77S 

t 5 8 4 <nmjgx4 y vimm* yrnmr 
h. 

[ 0 1 1 9 ] 03 41102 7c7)Xx«yTST 5 9tCfc(t 

[ 0 1 2 0 ] 03 4 fc^-f <k 3 fc. Xf »7ST 5 9 1 

rget<0jam)i!S#)l?^f-x-y^-ri». Xf 
30 yT-STS 9 2X\ W®&2 0\ty-Af-9HzX 0»J 

tmffbtHiXT- y 7* S T 5 9 3 ^7*1^^ *r-cr&Mtf 
fflftfrk'ofrimrth. XT<y7ST59 3Xr7l"t 
\-<7&Mii i ffl8X'fo1X\f. S"lfflia52 0«y-AT-^ 
IZ£ mWZtlX. Xt- y r ST 5 9 4T'#l»tCfel^ 
^yh^UDg-rS. Xf77ST5 9 3t71/ 

s Xf77ST594« 

[0121] 035<±02 7OXx-y7 , ST6Ofcfc(t 

[0 1 22] 03 5(C^"tJ;dtCs Xf77ST6 0 1 
X\ ®W&20teT'-J±T-9iZ&')fflmtlX , ?5f(C 
aj"CH4£T*>IW&f-x7?i-4. -e^, Xf »7S 
T6 0 2T, ^J«l^2 0«y-Af-^fci: OSOtJP^fl- 
T\ Ht)|!¥* J ?5rt4tfel!ltaiT^S^i:'d*^¥i|i8rL. 
4tfcSTS>ntfXT- yTST6 0 3T'4«(S^)3(P!5: 
L. ttz. Xt •yTST6 0 2T4tfcST?i(mtf. X 
f y 7*ST 6 0 4T'PI tfi¥^tc 3tfcStlUTV^*>i: 
50 ofrZmm-th. ZWZ, Xf 7TST6 0 4-C. 
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i£xf-/rsT6 0 5X'3^.m^m^v. ttz. x 

7 i yTST6 0 4T3tS[aT*=S:»Wf. ZT-yTST6 
0 6 T'S*^^ k # <0*!Ui£ -f S . 
[0 12 3] 03 6Ji02 7c7)Xr yrST61(CtJ«t 

[01 24] 03 6t3jc$\J:5t£* Xf y7ST6 1 1 
T\ #JffiiS&2 0J±y-Ar-?£ck OIHfPSftX* t a 
r g e t^mff!! JIS<'^»?^i>S*>i:'3 *^fiML. t 
a r g e t<7^!?£ilKm#&f-Ufxy -yyST6 1 
2Ttarget Wfcfe&S^ y h £ tmth . 
ttz. XT77ST6 1 lTtarge t<0iSWS:iS<' 

ss^'^tiitfxx^rsTe 1 2ofe^if>f>-hinj 

[012 5] 03 7J±02 7<9X-f •yTST6 2£i>ft 
Xbh. 

[01 26] 03 7C5jc$\t:3fc. Xx y7*ST6 21 
T\ SWfflia52 0{±y-AT-^fc:ck , 3$(lfflI$it'C. ta 
r g e tOJMtt: H7(S* f ibl»*>k'^*^^x -y?-f 
6. S^K. ^T-yTST6 22-C. $Q«E?20(;iy- 

f-y7ST623 •C^c^JS V r- fcjng-f 

XT-X7-ST6 2 2T'*r- i t : CK7)»* J ^V^i:¥i]Bl 
Lftftftfct*. ^T-y7rS«T6.2.4 C. fSSSBttOtty 
-Af-^l: J: OWfSP^^T „ F^WOftJStf 
*S*>fc*3*^fJBrrS. S&K. xy>y:7ST6 24 

77-ST6 2 5 t^^SltlMW y KTJjU&JtfUI 
itz. Xr yrST624T'^)f¥+tH7lf¥cO 
«5W* J ^^tflltUc^t:J±X7 i 'y7"ST6 2 5<0fe 

[0 127] 038<iE27COX-f 77ST6 3~ST 

[0128] m3 7l,Z5jk-t£oKi. Xf77ST6 3 1 
££>fcXxyTST6 3 2T\ $WS52 0liy-Af- 
?(CJ: 0*Jffl?aT, targe t<0|SJi?$ ^tcm^fi? 
*>*x XTyTST6 3 3T\ #J 

8P&2 OMty-Ar-^fcJ: 9$lJffll$;rVC. targe 
t<0feW+-Ce^«J0Of-x</^Sr-ri,. S^C. Xf 
•yTST6 34T. SSH8I&2 OHty-A-f-^fcJ: DUO 

[0 12 9] 03 9<iE2 7c7)XxyTST6 6tfc(t 
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[0130] 03 9C^tJ:dfc, Xf7 TST6 61 
T\ $"Jffl^2 0(iy-Ar-^tCJ: , )$OffllStlT. ta 

r g e t ^wnmm h^z o frtm u tar 

g e t<9teJ8<7)gjffiA<fcfttfXr 77ST6 6 2T'-e<0 
^K¥t~«j^^yh(7)JP»Kffii^^. Xf7 
TST661T' targe t <9&fi¥<7)m**£tth.tf X 
y-y7ST662 <7>fel»M V r tim!m £ XT 

•rs. 

10 [o 1 3 1 ] 04o«02 7ox-f •y7•sT6 7^;:i>^t 
l.+jfcc9MgoiW£*^^^/^-yy7^ v 
x-bh. 

[0132] miOiZTFrfXolZ, Xf77ST6 7 1 

■c. mvm2o&y-j>T : -?iz£')®iwztix. ta 

rget<7)^»^4>«5* { S)&A i k'3*^l'ML. tar 

get <mm<r)*¥ m { btmxf y r s t 6 i 2 r-ew 

7ST671ttarge t<0JSWW«fiB* J: 5r<tittfX 
r-y 7-ST672 OftRKtf'f V rfln»t!UI£ ^7* 
20 -f*. 

[0 1 33] 04 Hi@2 7^XT-y7-ST6 8fct5tt 
[0 134]a4 1(^i-J:dt, Xf77ST681 

•c, wm2o\ty~^-9^z^vm^tix. ta 

rgetc7)iS^iaE3[S7!pJ>S*>k'9*^flBfL. t p. 
r g e t<7)M»<0SES* { **l.lf^.r-y7-ST.'-, £ ^ C 

- zr^mzmmxi yv^mm^-ti>...i^. ? 

T77ST681ttarget OttJif^Bia* > $;f? 
30 ittfXr-y 7-ST6 8 2<«W V r-flDg*>yi£>'' 

[0 13 5] 04 2«02 7cOXT>y7°ST6 9t*>«- 

-s^i»7 ? ?(rm&<mfc**-tw®)i>-i->y o- 

[0 136] 04 2{C*f±3fc. i-T. xy-yT-ST 

6 9 1 X\ 2 0 liy-Ar-^ti 0 SiJSP^ix 

1=0^-^1.. XT-yrST6 9 2T\ SJffl 
S52 Otty-Ax-^ izX mmtlX. target 

40 «>£fl»U Xf77ST692narget<7)fB 

^*^l#a^S¥t3^?7^y^yT*ixtf. x 
^•yTST6 9 3T-fel^S^yh2r»t^. Xf 
-/7*ST6 9 2Tt a r g e t cD^JBOS*^ l#gco 

fSt^JS^^y^yc^ftrHf. xy-yrsT6 9 
3<ofei^s^ y hommtmz ^> yy ai/di 

XT-y7-ST693 <r)iffig.#4 V Y <rtmWm. 
tc. Xx-y7-ST6 9 4T\ fflmi Oliy-'-Af-^ 
OSJffli^ixT. i ^ 1 4*>t'o *^f]ir ( 1 4&<o 
#»$:^T?I^) -t*. Xr-yTST6 9 4T'IS14 
50 lz%&£X'%m7yriiZ+lZtoz_XXTyrST 
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6 9 2~ST6 9 4?*&J!yi£J£DjI-r. Xf^/ST 

6 9 5<7) r I + + j (i r I = I + lj 
[0 13 7] Lt^t> TW-V-WiSW^JflSCP 

omg£^^5gpgfcLT^CPU*^5??- 
5. 

[0 138] 

mnmmsmizm<r>m. mm*. 

tmz, zix^izm^xftm^vvtf-e&mm- 
^w-zsmz&^mz^m Lx&mz%&L^T\s 
A-tht^o ^mcnimffm L*-*%h z t a*-es & . 
[o 1 39] ttz. $m**7?f-mz*:<?)wmR 

xmm<r>mmz&>tLx. mmm^ttzmm. 

[0140] jtis^^^^^-ttcowa^a^ 

7 f-tmmFftfmmizmhtix . rw-v-iiJOte 
t v ^ **co$mco-m<?>m tx-zfthzb tfx-z h . 

[0 1 4 1 ] S&fc. T-W^-f-Og^tMIS^-V^ 
Zn&ZbtfX'ZX. *<7)t>h£%&liiTU4t 
[0142]$ f>lc. $fl!#fiUtt£»IL ^^M. « 

»TrtST\ m?>m*tf. mummxtt&i. 
mom* a ximzmmz &if t x o »< g^-m 
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If. J: 9GS*§!gfcstfB&iH#6 Z bWTZ h . 

[ai ] *me>-mmB£t5v&mtey-j>mw<r) 
[02] cpu^^^^^-^y^^ y-t-i/ai^ 
m&mx-bh. 

[03 3 cpudf-v7^^-«ortffl (fuffl^&tt) <r>m 

10 2tfc{t&^fflffi0T'$)S. 

[04] CPU^r^^^^-cOrtBa <B«ffl<9*tt) <0JS 
^ffl*^v^aj^Bffi5r^-r0 1 Orl^b'v* 3 V*-? 

2izmzmmmmTb&. 

[05] CPU^7?^-«rtffl (f»)*1l) <m 

mwmL*.miiijiwm£*-tM i coxi'bva 
9 2 1 t>tt hwmmmx'h t . 

[06] CPU^7?^l*iffl (flffflWAtt) 

^fS* 5 ^ 0 fflJti^Bffi$r*^0 1 <r>T-v\L~J a yt^? 

2tfcttS^Bffi0T*)^„ 
20 [07 3 *^HB^J««7-*-A^at<tl.C P U*^7? 

[08] «liam-c. A< i>*v^<oi!fim 

>yt-j;a}^iMffi^l2r^-r0 1 ^fl^t'yg 
^ 2 Cfctt 1.^^050^2. . 

[09 3 few&*mm<oxv*-i;&-ftmmm* : *t 

0 1 <n=fV b'v 3 yt-?2 (Cfe«t-S**Bffl0T'J> 

v 2 

.. c • 

[010] >f-v^yT>-^)^'y^-^ai^Hffi^^ 

[01 13 U-f-^D^ yb-^tfJ^Bffi^I^-^l 
cOxl^bVa yt-^ 2tCtJtti.^BB0T'J>S. 
[012 3 02<9Xr»/TSTl<9^ffi*j8H:-ybii 

[01 33 02<axr-/rsT3tei>»1-&ffStf)CPU 
40 [014 3 jj?y. ^-fcJ:t^*y^t'<Ol!il'Jim^fcft 

[01 53 cv\5*^y?9~(nmmwm£.M j iz> 
[016 3 cpu^v? ?-<omim3ttmzmz, 

1 0B^SiBiii^^*^0 1 cor i^b'v* 3 y^-^ 2 1 
fe(t*^BiS0T'i>&. 

[0173 cpu**y? ?-<7)mmm*mzm& 

50 2HJi^i)Bfflfi?y^-r01<OxWbV3yt-^2(c 



(26) 



10-201954 



49 

[0 1 8 ] T4 O yJfcttE- Y<F>Wfc*7FmW)\>-^ 
yyu— h~Cb&. 

[01 9] 01 8(^%<VTJ oy&k^-mmft* 

[02 0 ] 3y35&jH;l'?»&:RS 
1. 4cO^5r^-r01OxUbV 3 y^^2tiJ<t 

[02 l] ;tfy. #y. ^-fi^ffi&ztZi&kZivti 
T4 3^titll«fl/ty 3 y^^2tcfc(t 
SfUnBffi0T*>§. 

[02 2] nyj^fig^t £&*S*ifcT-'r 
T*ffl 1 Of U t'y'a 2 ttJ«tS^BH0 

[02 3] X-Amzh'bZ^TJ ^y&ptfZtiT^ 
Stt© 3(7)^-5:^-^0 lCOxl^tV a yt-rJ^lCfc 
{tS^BB0T-S>S. 

[02 4] /--?/n$fc:/h$u74 3y^?wn 

S*t<Bl. 3. 4^-t01<O-rl't*V3y ; E:-^2{C 
fcft5«*Bffl0T&S. 

[02 5]*l6Bg{Cfcttl.^WcOi»#0T*A-oT. ate 
npt*tttti>Il#T'l8£teTI>*££*-f0. btejf**> 

£*tLTU£ & 9 JS£tlT S%££^0-C£S . 
[02 6] ffl^CtfTSTM^-^TJi^mg* 

0T'&6. 

[027] *mtztiv&fe?m<7>m)mmfcZni 
[02 8] 02 7 izm<ntximfmmm*mtz^-r 

[02 9 ] 02 7<DXf >y7ST5 5lZ}5Vhm®B*£ 
[03 0] 02 7 OXf vT ST 5 6<0ff|«|c0jPI(Cfc 
•CAS. 
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